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Rl MEET THE TEAM 

WFRETHE NATION'S NUMBER ONE 



Blimey! Have you noticed the 
strap at the top of this month's 
cover? We're rather proud of the 
fact that we've now reclaimed 
our position as Britain's best- 
selling PC games magazine. And it's all 
down to you. Thanks to your suppon and 
your suggestions as to how we can 
improve PC ZONE, we're now back where 
we belong. As our regular readers know, 
we've undergone many changes over the 
last 12 months. We're now bigger, 
cheaper and better than we've ever been. 

We've stuck by our principles - even 
when they've cost us sales and advertising 
revenue. But we've never lost sight of the 
fact that it's you, the readers, who are 
spending money on game releases. If a 
game's shit, then we say so (no matter 
how big the publisher), because we know 
that £40 foi a game is a lot of money - 
money that you can ill afford to waste. 



And as the pressure hots up, we're 
preparing for an even better year ahead. 
As our rivals chuck weak CDs at you in a 
bid to justify their ludicrously high cover 
price, we're determined to keep our price 
low and our editorial integrity high. It's a 
formula that we hope will work but, as 
ever, we want your input. 

If you want more CDs, bigger reviews, 
shorter previews, or anything else for that 
matter, then please write in and tell us. It's 
only by listening to what you have to say 
that we can ensure that ZONE stays at 
Number One. We never rest on our 
laurels. In fact we've already lined up 
some awesome changes which we'll be 
implementing over the next few issues. 

The major change is a complete 
rethink of our games scoring system: 
in future we'll have a benchmark title in 
each genre, and we'll re-rate every game 
in relation to that title. It's a mammoth 



undertaking, but it means that when you 
go to buy a tide you'll always know 
exactly how it stacks up against the 
competition - no matter how old it might 
be. We can't go into too much detail just 
yet, but give us a couple of issues and 
you'll be dead impressed. 

Anyway, you've heard enough from us. 
After what's been a torturous issue 
(getting those brand new Quake III shots 
on pages 38-43 has been a headache and 
a halO, we're now retiring down the 
Crown And Sceptre for a celebratory piss- 
up. We'll have one for you. 

The address to write to is: PC ZONE, 
19 Bolsover Street, London WIP 7HJ, or 
email us at chris.pcz@dial.pipex.com. 
We're waiting to hear from you. And 
thanks again. 

See you again next month, and all 
the best. 

Mark Higham, Editor-in-Chief 
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All PC ZONES reviewers are experts in their field. We like to give every game that comes In for review 
the best chance, which Is why we give it to a reviewer who's a fan of the genre 





Chris Anderson 

What's on your hard 
drive? Ultima Online, 
because it's ttie best role- 
playing game in the history 
of the universe. I've also got 
SiNon there as a back-up 
for when the(/OEuropa 
server is clown. 
What was the last game 
to take over your life? 
Guess! 



PaulMalllnson 

What's on your hard 
drive? At the moment, Half- 
Life, Myth II, Rollcage, Mask 
Of Eternity and Worms 
Armageddon -^(ea\ 
healthy mix, don'tcha think? 
What was the last game 
to take over your life? 
Probably Half- Life, although 
/?«^i;arc/ (reviewed on page 
74) had an unhealthy grip on 
me Me I was reviewing it. 




Paul Presley 

What's on your hard 
drive? You Don't Know Jack 
and FIFA 99. 1 was having an 
all-night gambling with 
games session. I came out 
20 quid on top. 
What was the last game 
to take over your life? 
Colin McFlac «a//y recently 
took me hostage for four 
days and demanded a 
£750,000 ransom. It ended 
after the police bought it a 
puppy. 
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Keith PuHin 

What's on your hard 
drive? Alpha Centauri, 
because it's so utterly 
involving, and CMS, of 
course (t)eta version). 
What was the last game 
to take over your life? 
CM2. 1 would actually phone 
my girlfriend from the office 
and pretend to have loads 
of work on. but actually I 
would just sit there and 
revel in Portsmouth's 
European glory. 



Richie Shoemaker 

What's on your hard 
drive? Chaos Gate, Ultima 
0/7///7eandavery early 
version of Aliens Vs 
Predator. Why is anything 
on my hard drive? Why are 
we here? What's the point 
of it all? 

What was the last game 
to take over your life? 

Ultima Online. k\(^ it's all 
Chris's fault. 



Adam Phillips 

What's on your hard 
drive? and 

Canvageddon II. They're 
both exemplary games in 

their field. 

What was the last game 
to take over your life? 

Carmageddon //is my kind 
of game - fun, challenging 
and, more importantly, 
utterly twisted. It's the kind 
of game you keep coming 
back to even if you've 
completed it. 



Jeremy Wells 

What's on your hard 
drive? The latest build of 
CM3 - it's excellent, though 
still a little slow on my P1 66. 
P^so Fighter Squadron 
(reviewed on page 86). It's 
got the most realistic flight 
model I've ever flown. 
What was the last game 
to take over your life? 
CM3.MsoZelda64an6 
GoldenEye. 



Steve Hill 

What's on your hard 
drive? W-/./te and 
Caesar 3 (still). 
What was the last game 
to take over your life? 
Half-Life. I bet everyone's 
said that. 



Charlie Brooker 

What's on your hard 
drive? Rollercoaster 
Tycoon, UltraHLEmA 
emulator and some new 
cartoons. 

What was the last game 
to take over your life? 

That sodding Rollercoaster 
Tycoon Qame.\Me\\\ 




David McCandless 

What's on your hard 

drive? Nothing. It's been 
scrubbed, 

What was the last game 
to take over your life? 

Half-Life. It halved my life - 
geddit?!f/\fo-fc/.; 



Warren Chrismas 

What's on your hard 

drive? Superbikes World 
Championship, Silver 
Myth II, SimCity 3000, Alpha 
Centauri e\ce\c.\N\\\/7 Cos 
I'm a games journalist. 
What was the last game 
to take over your life? 
None have ever ruined' my 
life. CA^^* caused lots of 
arguments with the woman 
though, and several games 
since have kept me up all 
night -oo-er! 




Phil Wand 

What's on your hard 

drive? Half-Life. No life. 
Can't stop playing it. Help! 
Don't want to leave my 
computer. Can't stand up. 
Aarghh! Can you go to the 
toilet for me please? 
What was the last game 
to take over your life? 
Urn... 
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GRAEME WOOD 



THECDTHATTIME 
FORGOT 

I just read the March issue of 
ZONE, and I can't help feeling 
I missed something. What's 
that about the 'Quake add-on' 
CD that came with the mag? I 
bought all of them for the 
last year and I ain't got one 



from the Christmas issue - or 
did the guy writing the letter 
mean the one you gave away 
a year ago? 

PS: Best mag on the 
market. Hail Brooker! 

Matt 

O Yes, he meant the Quake 
CD we gave away for 
Christmas '97. You wouldn't 
believe the number of 
letters we've had about 
this. It's almost enough to 
make us want to do another 
one. Hmm... 

CALLING EA 

It's nice to see that you plan a 
regular series of articles on 
Ultima Online, but could you 
perhaps draw attention to the 
fact that a copy can't be 
bought for love nor money in 
these fair isles? I've been 
trying for months to track 
one down, with no luck 
whatsoever. Origin have been 
kind enough to set us up with 
two UK servers, but if you 
want to buy a copy of the 
game to actually play then 
it's tough luck. I'm probably 
going to have to order a copy 
from the US, which no doubt 



LETTER OF THE MONTH 



BUILD YOUR OWN - IT'S EASY 

1 think you should do more to encourage readers to upgrade or even rebuild their ^^^H 
old computers. It's cheap, quick and rewarding. I rebuilt my old P200 into a very O^^ff^ 
quick AMD K62 350 with 128Mb of lOOMHz memory for the princely sum of £300 
- an absolute song. 1 had never done this before, and how long did it take to do ^^pffl^ 
this amazing heart surgery on my beloved toy? Two whole hours! I know all the ^^vUi 
arguments about the cost of new computers compared to the price of an upgrade but, ^^Hi 
at the end of the day, you can use most of your old components and just replace the ones 
that are past their sell-by date. A brand new 40xCD-ROM can be had for £35, a new lOOMHz 
motherboard for £50, a 350MHz AMD chip for £80, all inc VAT and delivery via mail order. 

You don't even need any great technical ability, no matter what the fellas from the high 
street shops might tell you. If you can put square pegs into square holes (if it don't fit, it don't 
go there) and can read your motherboard manual and identify which square hole is which, 
you can rebuild a computer. I think this is especially important because of the constant 
change in what is considered a fast computer. 

Chris Britton 

O It just goes to show what you can achieve when you put your mind to it, although 
we wouldn't advise readers to try this themselves without a helping hand. To this end, 
we'll be running a two-part guide to upgrading your PC in the June and July issues of 
PC ZONE, on sale Thursday 6 May and Thursday 3 June respectively. And you, Chris, 
for your useful advice, win a bag full of gaming goodies! 




Ultima Online: brilliant - if you can get your hands on a copy, that is. 



will cost me a fortune in 
postage and take another 
couple of months to be 
delivered. 

Also, I've never seen a 
copy of Ultima Online: The 
Second Age in any shops - 
which, considering that it's 
been out in the States since 
last August, is pretty shocking, 
to say the least. Do you know 
the official line on this state 
of affairs from Origin? Any 
tips on tracking down a copy 
would be most appreciated. 

Stephen Nichobon 

After reading the March issue 
(PCZ #74), it seems you've 
taken a greater interest in 
Ultima Online, what with 
your Editor's leader and that 
issue's Obsessed feature. I 
have been trying 
to get a copy of UO for 
some time now, and I've 
been utterly unsuccessful. 

So how about flexing your 
journalistic muscle to get OSI 
to ship more copies to the UK 
so that we don't have to scour 
the country or go through the 
still ominous world of 
Internet shopping to get it? 
With the advent of the two 
European servers, which 
local gamers fought tooth 
and nail for, it seems 
madness not to make more 
copies available. 

Stuart 



O EA originally released 
Ultima Online in limited 
numbers in the UK to see 
what the reaction in this 
country would be to an 
online-only game. Since 
UO now has a massive 
following in the UK, you 
would expect the latest 
version of the game, Ultima 
Online: The Second Age, to 
get an official UK release 
soon. However, an EA 
spokesperson could not 
confirm that The Second Age 
will be released in the UK. 
Our advice? Buy it on 
import now - it's worth it! 

CHEERS FOR 
SUPERTEST 

The way you review games 
by talking about them at the 
pub (as in the Supertest) is a 
great idea. The conversations 
put across all the best points 
and are often funny. More 
articles or reviews should be 
done like this. Too many 
would leave people searching 
for a review with the full 
facts, but a regular slot 
dedicated to the best of each 
genre will keep everyone 
happy, especially if it 
involves rethinking the 
review score of a past game. 
This will probably please 
you, too, as it is no doubt 
very easy to write - go down 
the pub, put the dictaphone 
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Thief: The Dark Project: "I'll wash the floor, you do the urinals." 



on and then write it up the 
next day. Keep up the good 
work, and I expect to see 
more of these in the future. 

Thief 

O We feel that round-ups 
written in this way get 
across how members of the 
ZONE crew feel about an 
entire genre and, judging 
by the response we've had 
to the 3D shoot 'em up 
round-up, the vast majority 
of you agree. 

Look out for an 
adventure game Supertest, 
written in the same style, in 
next month's issue, on sale 
Thursday 8 April. 

ZONE RUINED 
MY LIFE 

The combination of the demo 
and your review of Thief: The 
Dark Project {PCZ #72, 90%) 
inspired me to go out and buy 
the game. 

I've just finished several 
days of solid playing. Your 
review was spot on: gripping 
atmosphere, but a bit cliched 
with the excess of undead 
about. Now, however, I'm 
afraid that the review and 
demo (which I've just played) 
of Alpha Centauri {PCZ #74, 
92%) mean that I'll have to 
get the full game. 

You're ruining my social 
life - keep up the good work! 

James 



AN iNTELLIQENT' 
LETTER 

Dear Chris Anderson, please 
print this letter because I think 
that intelligent people will 
agree with me. 

I think most of the Mailbox 
section is utter crap, because 
the letter writers are only 
writing to you to win prizes. It 
is so blatant. If you took away 
the prizes, nobody would 
consider writing a letter. 

What I find funny is that 
they write any old crap. 
Example: Neil Harrington 
(PCZ #74) wrote that he 
bought Half -Life, then he says 
he can't play it (sob) because 
he hasn't got enough RAM or 
hard disk space. So what? Do 
I give a damn? He should have 
read the recommended 
specifications printed 
on the box. 

The letter by 
Jonathan Mayshar (PCZ 
#74) was equally funny. 
He talks about how good 
your Quake CD was and how 
everybody thinks it's brilliant. 
Then at the end of the letter 
he goes "thanks". He is 
obviously trying to please 
you and make you feel good 
so that in return you'll give 
him a prize. 

I think the people who 
send these letters should not 
think of a topic on games, 
then write about it. If they do 



this, they'll never win Letter 
of the Month. The letters that 
should win are the letters that 
are spontaneous and are not 
obviously trying to win the 
prizes. PS: I am only writing 
to you to win the prizes! 

CY Chung 

0 Interesting you should 
slag off Neil and Jonathan 
for writing boring letters 
and then proceed to write 
the single most boring letter 

1 have ever had the 
misfortune to read. And no, 
you haven't won anything. 

MRS POINTY 

Psssssst... just a quick word to 
see if you can possibly help. Ya 
see, the problem is, since the 
boffins have given us 3D this, 
surround that and hyper the 
other, games have gone the 
same way, which is tops for 
people like myself (having 
completed Half-Life and now 
dribbling in anticipation of the 
next big offering), but not so 
good for 'her indoors'. The 
thing is, she loves point-and- 
click adventures (probably 
because it only requires a 
mouse, no keyboard and can 
be played in bed) such as 
the Monkey Island trio. 
The Dig, Hocus 
Focus Pink (Eh? 
-Ed) and 
Discworld. 



She gets to play this lot, and 
in return I get my precious 
allowance of computer time 
to play my stuff, Namely Half- 
Life, Blood 2 and the like. But 
as the developers are all 
moving towards first- 
person/ third-person shooters 
(which she hates) and 'ye 
olde point-and-clicks' are 
being fizzled out, I can see my 
3D game-time being cut off in 
its prime. 

So come on guv, see if you 
can't influence some of the 
developers into letting their 
apprentices or someone 
continue to give us the pointy- 
clickies, ta! 

PS: Keep up the good work 
-excellent mag! 

Thanx, Biggsy 
O Hey, Biggsy, the future 
is not so bleak. She's got 
Grim Fandango to get stuck 
into, Gabriel Knight 3 is on 
the way, and games like 
Mask Of Eternity and 
Redg^ard (see review on 
page 74) should appeal to 
her - although, admittedly, 
they involve a modicum of 
people-twatting. But that's 
not your fault. Tell her she 
has to move with the times 
if she wants to stay in the 
game. She won't hit you, or 
divorce you, or anything like 
that, honest (snigger). 
Look out for our 




Another hapless reader who tried to ingratiate himself with Mailbox. 



MAILBOX 



adventure game Supertest 
next month. The missus may 
find an adventure or two in 
there that she hasn't 
checked out yet. 

SMALL PACKETS 

A simple question. With the 
PC games market being highly 
competitive and a severe lack 
of shelf space in the UK's 
games stores, why the heli do 
software houses use such 
huge boxes to hold one CD 
and a tiny manual? 

Surely smaller packaging 
would mean retailers would 
have more room to display a 
larger selection of games? 

Of all the games that I own 
only Civ 2 and possibly Fallout 
1 and 2 really need the large 
boxes, so what's up with the 
rest of them ? 

Sorry, one for Crap Comer 
- more commonly known as 
Sick Notes. 

Jeremy Chudley 
O That's a good point, 
Jeremy, and one that's been 
a topic for discussion ever 
since PC games boxes 
mysteriously grew in size 
almost overnight (they were 
a third of their current size 
when PC games first came 
to market). 

The problem is, software 
houses want their titles to 
stand out more than other 
games on the shelves. They 
could do this by using a little 
imagination and flair when 
putting their packaging 
together, but instead it 
appears they prefer to just 
dump everything in an 
enormous box instead. 

That said, if you think 
packaging in the UK is OTT, 
you should see the American 
imports we're sent 
sometimes, which are 
invariably twice the size of 
their UK counterparts. £3 
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YOU DECIDE! 
WWW.SPACEBASTARDS.COIIII/VOTE 



Introducing the 
entiumlll processor. 



Now you' 
have the power 
for a better 



Internet 



experience 




The Intel* Pentium*!!! processor is liere. And wfietlier you're gaming, 
slnopping, or just surfing the Net, the Pentium III processor has 
the power to rev up your experience. So now you won't just get 
onto the Internet, you'll get into it. Check it out at www.intel.co.uk 



51999 Intel Corporation. All rights reserved. Intel and Pentium are registered trademarks and this way in is a trademark of Intel Corporation. 




Four new themes - Lost Kingdom 
(above), Space, Fantasy and 
Halloween - provide extra scope 
for more varied parks. 

f 



ALL YOU NEED TO KNOW 



DEVELOPER Bullfrog 

PUBUSHER Electronic Arts 

EXPECTED RELEASE DATE Summer 99 



IN SUMMARY 



Design your very own fun park and make stacks of 
cash. Sky-high roilercoaster rides may attract the 
biggest crowds, but you've got to balance the books - 
and we wouldn't want any fatal accidents, would we? 



WlUrS THE BIG DEAL? 



The original Theme Park remains one of the most 
original and best-selling games ever. The combination 
of designing a viable park and successfully managing 
it (In 3D) throws up a whole new set of challenges. The 
fact that you're now able to ride your attractions, 
coupled with the introduction of advanced new 
behavioural Al should ensure there's more to Theme 
Pa^^than just building bigger rollercoasters. 



POTENTIAL PITFALLS 



The original was highly entertaining but lacked 
longevity. The introduction of four themes, more 
advanced Al and the facility to upload/download parks 
from the Internet, however, should help Bullfrog weave 
In some extra hours worth of gameplay 
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After what seems like years, 
Bullfrog announce the 
sequel to one of the 
most original 
games ever 




O SCREAMING LOUDLY Jeremy Wells 





Some five years after 
the original world- 
conquering Theme Park 
(PCZ #17, 93%) was 
released, developers 
Bullfrog have revealed 
that work is now well 
under way on the sequel. 

For those unfamiliar with the 
concept, the ground-breaking game 
that launched the Guildford-based 
developers' 'Designer' series required 
you to design and maintain a 
commercially viable fun park, and 
at the same time send rival parks 
bankrupt by fair means or foul. 
Cutesy cartoon-style graphics, 
impressive artificial intelligence 
and an imaginative range of rides 
and money-grabbing attractions 
and restaurants made it an instant 
worldwide hit thanks to its mass- 
market appeal. 

Various personnel at Bullfrog 
have always maintained that they 
would like to bring the game bang 
up to date, and now, thanks to the 



advance- 
ment in 3D 
technology, 
that desire has 
become a reality. 
"We've built on the 
success of the original Theme 
Park game using the best that 
design and technology have to offer," 
maintains Jeff Gamon, the sequel's 
Producer. "Building and managing 
the park is only half the fun; what 
everyone really wants to do is ride 



rthe eye 
thanks to 
an impressive 
new 3D engine. 
A new, easy to use 
interface ensures that 
even novices will have little 
trouble in creating a sprawling 3D 
land of fun, while four new themed 
worlds - namely Lost Kingdom, 
Space, Fantasy and Halloween - 
mean that there's now the potential 
for more variation than ever. 



^Not only can you ride the attractions you've designed 
In Theme Park 2, you can also save off your fun parks 
and upload them onto the Net^ 



the white-knuckle rides they've 
created. Now, in Theme Park 2 
you'll have the chance to ride 
your own rollercoaster!" 

Whereas the original sported 
endearing though blocky low-res 2D 
visuals, Theme Park 2 looks easy on 



Underneath all this new 3D eye 
candy is a sophisticated new artificial 
intelligence system that controls each 
character's behaviour and decision 
making. The result is that different 
types of people in the game now have 
quite distinctive behavioural traits, all 



of which must be understood and 
catered for if your park is to become 
a success. Try putting too much salt 
on the fries and too much sugar in the 
pop, and this time round you could 
find yourself in hot water. 

While the original game enjoyed 
immeasurable success, critics 
maintained that after a short while 
the gameplay became repetitive, 
and that as a result longevity suffered. 
To combat this Bullfrog have not only 
enabled you to actually ride the 
attractions they've designed in Theme 
Park 2, but they've also developed the 
facility to save off their fun parks and 
upload them onto the Net for 
everyone to experience. 

Although the shots on these pages 
are from a very early build (the game 
isn't due to hit the shelves for some 
months), it's obvious that Theme Park 
2 is heaving with potential and is 
definitely one to watch whether 
you're a fan of the original or not. Just 
don't be tempted to build a fun park 
near Paris - it'll never catch on. O 
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BETTER THAN SEX? 



ALL YOU NEED TO KNOW 



DEVELOPER Ion Storm 
PUBUSHER Fidos Interactive 
EXPECTED RELEASE DATE Winter 



IN SUMMARY 



James Bond mee\s The X-Files in an enormous, 
unorlfiodox. action -oriented RPG using ttie Unreal 
engine 



WHAT'S THE BIG DEAL? 



Ttlis is Warren Spector's ttiirteentti game, so he should 
know what he's doing by now 



POnNTIAL PITFALLS 



Traditional t)eard-twiddllng RPG fans may gag on their 
real ale 




An exclusive look at the game that Mallo's been barking about for months 

O UNPROFESSIONAL Steve Hill 
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BA's new livery design was poorly received. 



Hong Kong is among 
the exotic locations 
visited in the game. 



I can't believe it's not Buddha. 




The top of the Statue of Liberty is missing. David Copperfield is 
helping police with their enquiries. 



ti * 



The catacombs of Paris have been recreated in minute detail. 
They're under this street. 



Underground rocket silos. Where have we seen those before? | The sun never shines in Deus Ex. 





y brief from ZONE 
was short and to 
the point: "Find 
out about Deus Ex 
or don't bother 
coming back." And 
so it was that your 
correspondent met with the game's 
designer, Warren Spector, in the 
demo room-cum-cinema of Ion 
Storm's swanky office high atop the 
second-tallest building in Dallas. 
Fortunately, Spector can "talk for 
days", as he readily admits, and he 
then proceeds to demonstrate: "The 
critical thing to remember, the one 
message that I have to get out there, 
is that Deus £x is a role-playing game. 
It's a first-person perspective role- 



playing game. Since Underworld 1 
and Underworld 2 and System Shock 
and Cybermage and Shadowcaster, 
every time I do a game everybody 
looks at it and says it looks like Doom 
or it looks like Quake or it looks like 
Wolfenstein, so it must be a shooter. 
Even now sometimes people look at 
Deus Ex as it currently exists and they 
see a shooter. It's not a shooter." 

TRUST NO ONE 

So it's not a shooter. What is it then? 
Well, originally it started as an idea 
called Troubleshooter, whereby you 
played the part of an anti-terrorist 
agent, rescuing hostages, preventing 
hijacks, and generally recreating 
Hollywood action movie cliches. 



^Millennial fever is taking hold of the world. More and 
more people think the world is gonna end... that aliens 
are gonna land and that armageddon is around the 
corner. It's just hizarre to me. I love it^ 



WARREN SPECTOR, DEUS ETS DESIGNER FOR ION STORM 



However, the story changed due 
to a number of factors, as Warren 
explains: "My wife got totally hooked 
on The X-Files. There's all this weird 
millennial stuff going on. I don't 
know what it's like in Europe, but 
over here people are getting really 
scary crazy and believing all sorts of 
amazing stuff. Millennial fever is 
taking hold of the world, and there 
are more and more people who think 
the world is gonna end in 200 and 
something days, and there are plenty 
of people who think aliens are gonna 
land and that armageddon is around 
the corner. It's just bizarre to me. I 
love it. 

"So I started thinking what if we 
take like a James Bond, a guy who 
really believes in good and evil, black 
and white, right and wrong, and we 
throw him into an X-Files world." 

HANG ON TO YOUR EGO 

In the course of the game, each player 
is forced to select different skills, such 
as weaponry, swimming, and lock- 



/Tji^ \, © Sam Carter. 

"I clink therefore I 



am... a machine." 




picking, enabling problems to be 
solved in entirely different ways 
depending on your character. As 
Warren says, "What we're after is 
recreating a unique alter ego. 
Everything in the game is designed to 
differentiate character." 

As a glance at the accompanying 
screenshots suggests, all the action 
takes place at night - a deliberate 
ploy: "You will never see the sun in 
this game. I'm inspired by German 
expressionist films and all sorts of 
stuff, and 1 think it looks great. I just 
think it's cool. Think about how many 
times you see Mulder and Scully 
walking around in the daytime. It's an 
artistic choice. It seems to fit the dark 
conspiracy feel, bright shafts of light 
punctuating the darkness." £9 
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GET UF»TO SPEED ON WWW.tOCa2.COmi 






WE NEED 
YOU 

Games developers, 
a word in your ear 

NEWS EDITOR Richie Shoemaker 

^ "Hang on, 
1 that^snot 

Mallo's 
i mugshot,"you 
^ exclaim. And 
indeed it isn't. 
Tis I, the rubber-lipped one 
with the comedy surname. 
And if you haven't guessed 
already, I have taken over the 
reigns as Propaganda 
Minister (aka news editor). 
As is traditional with the 
newly appointed, I have set 
forth a program of reform - 
a manifesto, if you will - to 
improve on the successes of 
my esteemed predecessors. 

You may have noticed a 
few small changes already. 
But for the future I want to 
hear more from the iittle 
people' in the games industry 
- the developers who are 
always sidelined to make 
room for the big boys. 

The point is that most 
magazines' news sections 
rely on information from 
publishers' PR departments, 
which usually have their own 
agendas. While PR has an 
essential role to play, I've 
noticed in the last few weeks 
that there are so many games 
in development that are 
either unsigned (like 
Terminus, page 29) or sadly 
overlooked because the 
publishers' main concern is 
to maximise coverage of 
their more immediate 
'triple-A' titles. 

So developers, you know 
it makes sense. If you want 
people to hear about your 
game, tell us about it. And if 
publishers are giving you the 
cold shoulder, we can help. 
On more than one occasion, 
publishers have taken a keen 
interest in games they first 
read about in the pages of PC 
ZONE. Who knows? Within a 
few short weeks they could 
be knocking down your door 
instead of you ceaselessly 
beating at theirs. 

Write to the usual address 
or email me at: 
richie.pcz@dial.pipex.com. 

Rant over. Enjoy the rest 
of the issue. ; 
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TECH-HE^ 

Intel in the news, plus a 
DirectX update 
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Nintendo join Sony in tlie battie against emulation 



In last month's Console Zone, we 
harped on about the new wave of 
emulators that have been 
sweeping the Net - specifically 
PlayStation emulators. 

Well, someone's gone one better 
and created UltraHLE, a Nintendo 64 
emulator that not only runs games 
like Mario64, GoldenEye and Zelda, 
but also runs them full-screen 
through 3Dfx. On a P300 these games 
look the business - arguably better 
than on a real N64 - and can be 
downloaded via Internet sites of 
debatable legality. 

Nintendo are not best pleased. 
UltraHLE's developers have gone into 
hiding and Nintendo have unleashed 
the lav^ers to hunt them down. 

"Nintendo is very disturbed that 
Reality Man and Epsilon (the 
developers of UltraHLE) have widely 
distributed a product designed solely 
to play infringing copies of 
copyrighted works developed by 
Nintendo and its third-party 
licencees," said Beth Llewelyn of 
Nintendo US. "We are taking 
measures to further protect and 



enforce our intellectual property 
rights which, of course, includes the 
bringing of legal action." 

UltraHLE appeared on Emulators 
Unlimited's website on 28 January. 
Then, within hours, it was gone. But 
before its disappearance, thousands 
of people downloaded the 400k file. It 
is estimated that, globally, UltraHLE is 
already in the hands of hundreds of 
thousands of people. And judging by 
the reactions in the ZONE office, none 
could have failed to be impressed. 

"The UltraHLE/N64 legal thing is a 
shame, really," says Stephen Richards, 
webmaster of Emulators Unlimited. 
"The developers did not break the law, 
as no copyrighted files or documents 
were used in the process of making it. 
And when the guys released the final 
version, it was to see if it would be 
used correctly. After it was used as a 
piracy tool, the decision to discontinue 
it became inevitable." 

The piracy issue surrounding 
UltraHLE involves the use of code 
from ROMs. Unlike PlayStation 
emulators, which can read PSX CDs, 
UltraHLE can only read illegally 
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copied games that have been 
transferred onto the Net. Much as we 
are impressed by what the UltraHLE 
developers have achieved, we can't 
help but feel for the developers of 
N64 games, who see three years of 
blood and sweat being bandied about 
on the Internet. The whole legal issue 
is just as much about why UltraHLE 
was created as whether any copyright 
infringement occurred during its 
development. UltraHLEs developers 



question of copyright infringement 
has hung over them all, but until now 
it has never been challenged in the 
courts. And it's easy to see why when 
you realise that until very recently, 
emulation has not affected sales, 
simply because the emulated 
machines were no longer available. 

But if it's just a question of 
copyright, why has no one taken 
emulator developers to court? It may 
simply be down to money: emulation 



m 



^The developers of UltraHLE did not break 
the law, as no copyrighted files or 
documents were used in the process 
of making it^ 

STEPHEN RICHARDS, EMULATORS UNUMtTED 



say their emulator was created just 
to see if N64 emulation was possible, 
but it was naive of them to release it 
on the Net and hope it wouldn't end 
up in the hands of people who would 
use it to play pirated games. 

Nintendo aren't the only ones on 
the legal warpath. As predicted last 
month, Sony are out to bring down 
Connectix, having announced that 
only court action can halt commercial 
sales of the Virtual Game Station for 
the Mac. As with Nintendo, Sony 
believe Connectix have "infringed its 
intellectual property rights". 

Suprisingly, the VGS is still on sale 
in the States. Attempts by Sony to 
place a restraining order on 
shipments have failed. But even with 
Connectix claiming that orders are up 
to $3 million and a PC version is on 
the horizon, the war is far from over. 

The truth is that until now, 
emulation, mainly of old coin-op 
machines and old home computers, 
has been tolerated openly. The 



■A 



of the N64 and PlayStation means lost 
revenue for the manufacturers - not 
to mention loss of face. 

Whether they become 
commercially available or not, 
emulators are here to stay. 
Programmers see emulation as a 
challenge, and with most 
console games remaining 
exclusive, the Net is a 
perfect host for PC 
gamers to try out 
the games they 
would usually 



As a result of 
legal action, the 
emulation scene 
will just be 
driven further 
underground. 



O Unlike Mario, 
Nintendo aren't 
smiling about their 
corporate mascot 
appearing on PC screens. 




Mario64 running on a Pll 300 and 3Dfx: nothing less than stunning. , 




NOW PLAYING 




Who'd have thought these games would end up on the PC 



1L r. 


• 


# 


Tekken 3: the Bleem demo 


Metal Gear Solid: Wke 


GoldenEye: no backdrops 


doesn't include sound or 


Tekken 3, it's minus 


or sound, but apart from 


hardware suppori, but the 


sound. It's also pretty 


that it wori(s fine, even 


final release will. 


slow, even on a P300. 


on a P233. 



0 



Legend Of Zelda: Ocarina 
01 Time: periect emulation 
in hi-res, but it needs a 
seriously meaty PC. 



EMULATOR SPEAK 



O EMULATORS 

Software that fools your PC into thinking it's something 
it isn't. Emulators are next to useless without the 
software to run on them (either ROMs or CDs), and 
some also require illegal hardware ROMs that have 
been copied from the original machines. 

Oroms 

Can be classed into two groups: ROMs of machine 
hardware and game ROMs - both of which are generally 
illegal to copy or download without consent. Not all 
emulators need ROMs, but that doesn't stop console 
manufacturers from screaming copyright infringement. 

OWAREZ 

Pirated software that exists on the Net, and which can 
be downloaded for the price of a phone call rather than 
bought for the full price from a shop. Apart from 
cracked N64 games, most warez software is comprised 
of full-price PC games minus FMV. The most recent 
warez premiere is of the PC version of South Park. 
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Apparently we can look fonward to fully Interactive terrain. , 



EVOLUTION BABY 

After over two years in utero, Evolva is aimost reacliing f uli term 



We first got wind of Evolva back in 
November 1997 when Organic Art-ist 
William Latham announced that his team 
was working on a Quake/C&C hybrid with 
'psychedelic' overtones. Since then the game has 
come a long way. Far from being the mutated son of 
BattlezonCy Evolva comes across like some twisted 
genetic experiment, with the squad-based 3D action 
of X-COM Alliance, the plot from V2000 and the AI 



from Creatures 2 all going into the same test tube. 

In control of a team of genohunters, your aim is 
to stop the spread of an alien parasite by absorbing 
genetic material from organic sources, which helps 
you adapt your hunters to defeat the alien 
guardians. With a potential billion variations of 
genohunter, each of which can be traded over the 
Internet, the game promises unlimited replayability 
when it's released in June. 




Hope youVe not afraid of spiders. 



MONOLITH MADNESS 

Following on from the success of Shogo{PCZm, 92%) and Blood II {PCZW72, 88%), 
Monolith have announced details of their next LithTech-powered game, as well as 
details on LithTech 2.0, their next-generation 3D engine which will focus on creating 
the best outdoor environments yet seen in a 3D game. 

For now though, Monolith are preoccupied with Sanity, a third-person action 

adventure based in a future where humanity struggles against its 
innate psychic power. Taking on the role of Nathaniel Cain, ifs 
up to you to rid the world of rogue psionics, while at the 
same time trying to master your own abilities without 
going bonkers in the process. 
Sanity \s set for a Christmas release. 




SHORTS 



NEED 4 SPEED 

High Stakes is the fourth title 
in the Need For Speed series. 
Featuring old and new high- 
speed cars, the game includes 
an enhanced Hot Pursuit mode 
where you can drive for the 
fuzz, and a new High Stakes 
mode where you can 
customise cars and wager 
ttiem against your opponents. 
No PC shots were available, 
so here's one from the 
PlayStation - just to piss you 
off. High Stakes \s set for a 
PC release this summer. 




HIGH AND RISING 

Fresh from the success of 
Warlords III: Darklords Rising 
{PCZmi, 90%). developers 
SSG are rumoured to be 
working on a new sequel, 
imaginatively titled Warlords 
IV. However, before then we 
can expect a remake of their 
old tum-based sci-fi strategy 
game Reach For The Stars, 
which is due to be published 
by l^^icrosoft this summer. 
Expect something along the 
lines of Alpha Centaur! in 3D 
with full multiplayer options. 




If Chris Sawyer, designer of RoUerikfaster Tycoon^ 
was stranded on a desert Island with nowt but a 
PC, an unlimited power supply and five games, 
which games would he choose? 



O COUN McRAE RALLY (Codemasters) 

O POPULOUS 11 (Bullfrog/EA) 

O HALF-UFE (Valve/Sierra) 

O SETTLERS III (Blue Byte) 

O ROII£RCOASTER TYCOON (MicroProse)* 

* Choice if allowed only one 



"If I was Stuck on a desert island I'd miss being able to 
drive, hence Colin McRae Rally. I'd like Populous //and 
Settlers III so that I could play with my own little worlds 
full of people, and Half-Life v^ou\(\ help get rid of some 
of the frustration and anger at being marooned. 

"I could play RollerCoaster Tycoon for years on end, 
as there's always something more to do in it. And it 
would fulfil many of the things which I would miss on 
a desert island, like 
interaction with 
people, being 
creative, and just 
watching those 
rollercoasters."^ 



j,like >^ 
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CITIES ^^ffl 



WOLVERHAMPTON 

Home of Steve Bull, a crazy one-way traffic system, 
and shedloads of PC games stores 

O WOUTERHAMPTON WANDERER Craig Vaughan 



WANDERING 




Electronic Boutique's Wolves store is surrounded ■ EB's Christopher Turner: the 
by fierce independent compeUtors. ^■whole of Wolves at his feet. 



Christopher Turner, 27, is Electronic Boutique's main man in Wolverhampton, 
and he's got his work cut out against weighty competition from nearby stores 
Game, Game Station, Games Galore and Trance. "The game scene is thriving 
in Wolverhampton," he gloats. "It's a very console-based market, but we sell 
our fair share of PC titles." 

Now that the only evidence of Christmas is fading memories and bulging 
waistlines, things have settled down somewhat as the industry suffers its 
usual post-festive period lull. Turner summarises: "Everyone's after 
Championship Manager 3, Tiberian Sun and anything to do with Star Wars. 
Of our current stock, Baldur's Gate has sold really well, with Tomb Raider HI, 
Half-Life and SiN fighting it out for second place. It must be a local quirk, but 
we sell an awful lot of sports games too, especially the FIFA and Actua brands. 
Other than that there are no real surprises. 

"I keep a beady eye on flight sim releases because I'm a qualified pilot. It's 
an expensive hobby, so I rely on the power of the PC when I can't afford the 
real thing. It's a general truism that Microsoft flight sims are worth their 
weight in gold. 

"I think there's an interesting year ahead for gamers in general and for 
PC owners in particular," he concludes. "They've got Voodoo3 and DVD to 
look forward to, both of which should help to maintain the machine's healthy 
edge over the competition." 

lOUeiNIICnYlllETIIR? 

GARETH JOHNSTON 

14. student 

What brings you to Electronics 
Boutique today? 

"I've smashed up my joystick, so I'm 
buying another one." 
Which games are you playing at the 
moment? 

"Half -Life, Worms2an6 Actua Soccer 3. 
I've nearly finished Half-Life, and I'm 
looking forward to Delta Force and the 
new Duke Nukem. Quake ///sounds 
interesting too." 

Arent they all a bit violent for one 
so young? 

"It's only fantasy. It doesn't make me 
violent." 




CHMTS 



CHARTS 

All you need to know about which games are selling 
by the shedload, plus the buzz on the streets - where 




you tell us what yoif think 



SImaty 3000 takes Its rightful place at tlie top. 




TOP 10 



FEB MAR TITLE 



LABEL 



GROUP 



REVIEW SCORE 



- 1 SIMCITY 3000 

^ SID MEIER'S ALPHA CENTAURL 
. 3 DELTA FORCE 

1 4 BALDUR'S GATE 

5 5 HALF-UFE 

4 6 BIGGEST NAMES, BEST GAMES 
7 WORMS ARMAGEDDON 
8 FOOTBALL WORLD MANAGER 

- _9 FIFA 99 

8 10 TOMB RAIDER III 



MAXIS 

FIRAXIS 

NOVALOGIC 

INTERPLAY_ 

SIERRA 



ELECTRONIC ARTS 
TEAM 17 
UBISOFT^ 
EA SPORTS 
CORE 



ELECTRONIC ARTS 

ELECTRONIC ARTS_ 

NOVALOGIC 

INTERPLAY 

CENDANT 

ELECTRONIC ARTS 

HASBRO 

UBI SOF 

ELECTRONIC ARTS 

EIDOS 



92% 

92% 
66% 
85% 
95% 



NOTREVIEWED 
90% 

60% 

92% 
91% 




THi: IBU'/^ZONTHE STmEIETS 



1 
2 
3 
4 
5 
6 
7 
8 
_9 
10 



THE IIHHI! TOPI 0 _ 

I lllh lllMiUlHIIilHlll ■ ■ "It's easy to see why hunting games are so 

JAN FEB TITLE LABEL GROUP REVSCOBE popular in the US when you look at Delta Forceps 

SliyicrTY 3000 MAxis ELECTRONIC ARTS 92% position over here: those poor souls without 3D 

SID MEIER'S ALPHA CENTAURI FIRAXIS ELECTRONIC ARTS 92% accelerator cards are buying them." 

DELTA FORCE NOVALOGIC NOVALOGIC 66% Chris Jones, Swansea 

ABUG'SUFE DISNEY DISNEY NR — - — - — 

j^^_UPg ^ji^RA CENDANT 95% "Where the hell did The Simpsons spnng from 

BALDUR'S GATE INTERPLAY' INTERPLAY 85% (no pun intended)? I can't stand all that 

WORMS ARMAGEDDON TEAM17 HASBRO 90% multimedia crap - why do Chart Track insist on 

THE SIMPSONS: VIRTUAL SPRINGHELD FOX INTERACTIVE FOX INTERACTIVE NR including it in the Top 10?" 

PlP^gg EA SPORTS EA SPORTS 92% Wav, Nottingham 

FAflTRALL WORLD MANAGER UBI SOR UBISOR 60% 

FOOTBALL WORLD MANAGER ..^^^..t . n <:pa iqqq) "I wentto see 5(yp'sL/fethe Other day. Nota 

(Compiled by Chart Track © EL SPA1999) ^^^^^^ ^^^^^.^ ^p^^^ ^30 

BBj^ on the game. I'd rather eat more salty popcorn." 

ENIIni llnUlN lUl III' OmteachangefromlastmonthlseeApart 

llllllii illlUlll IVI iWi _ ^^^^ strategy games though, there's nothing 

PC ZONE an6 Virgin have teamed up to ghre you the chance to win every ■ there that tempts me all that much. Half-Ufe- 

game In the current Top 1 0. All you have to do to enter the draw Is answer got it. FIFA - got it. CM3- where is it?" 
this simple question: Dave Jobson, London 

Question: How many S/m titles have Maxis released on PC ■ ■""L;;"';i"k"^ apart from 

- not including expansion discs or budget re-releases? ■ ^^^^^^^^ ^^^^^ Manager at number 1 0. It must 

Just answer the above question and send It on a postcard, along wtth ■ be all those people champing at the bit for CM3. 
with a//the infonnatlon requested, to the address below h Oh. and A Bug's Life, could that have anything to 

■ do with the all-encompassing media blitz at the 
O Name /Address /Postcode /Daytime phone number /Email /Job title/ ■ moment? Now let me think!" 

Company name /Age if under 18 H jonattian, London 

O Please tell us if you do not wish to receive details of further special offers or new 

products from omer companies ■ ..g the time CM3 does come out ^/7/c/7 s/70ty/cf 

OAreyouacurrentsubscnberto?m? ■ /,ea(^o(yfnaiv the football season will be 

Send your answers on a postcard to: PC ZONE Chart Compo (75), ^ g„ ^^g^ y^^^^^ prompts the question: Will we 

1 9 Bolsover Street, London W1 P 7HJ. Closing date: Wednesday 7 April ^^^^ ^^t again in August just to get an 

O Terms and conditionsiWinners will be notified by post. No cash alternative. Prizesnot ■ official update?" 
necessarily as shown. No correspondence will be entered into. The Ed's decision is final. ■ Reg, Martcet Hartiorough 
All the other usual competition mies, conditions and restrictions apply Capiche? ■ 




CHAIIT 

COMMENT 

Big changes to the Top 
10 this month, with fhre 
new releases storming 
Into the charts. It 
comes as no surprise to 
see both S/mC/Zy 3000 
and Alpha Centauri 
poaching the top spots, 
especially with CMJ 
having been delayed 
by another tortuous 
month. 

Judging by the 
heavy promotion in 
London alone, Delta 
Forcels another 
unsurprising chart 
raider. Sub-standard 
though it is, it shows 
that many people are 
getting bored of the 
regular Quake clones 
of yore, and want 
something more 'real*. 

Still, at least 
BaMufs Gate, FIFA 99 
anAHalf-Ufean 
hanging on in there - 
let's hope they stick 
around a good while 
longer. 

Richie Shoemaker 



CHARTS 

1 YEAR AGO... 

1 Tomb Raider II Core 
Design/Eidos 

2 Quake II iO/Activision 

3 FIFA: Road To Worid 
Cup EA Sports 

4 Championship 
Manager 97/98 f/£/os 

5 Grand Theft Auto D/W/l 
Design/BMG 



2 YEARS AGO... 

1 C&C: Red Alert 

WestwoodA/irgin 

2 ?\?t( 97 EA Sports 

3 Tomb Raider Core 
Design/Eidos 

4 Championship 
Manager 96/97 f/t/os 

5 Hight Simulator 6.0 
i Microsoft , 



5 YEARS AGO.. 

1 Rebel Assault 

LucasArts/US Gold 

2 Day Of The Tentacle 
LucasArts/US Gold 

3 Dracuia Unleashed 
Mindscape 

4 The Journeyman 
Project Gametek 

5 Super Strike 
Commander Origin/EA 
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...ROOKIES? 



SPACE 1 999 



New 3D space strategy game on the way from GT 



What with Sierra's Homeworld (see Hot 
Shots, p35) already close to completion, it 
looks like 1999 is going to be a good year 
for space-based 3D strategy, with the 3D 
accelerator-only Imperium Galactica //from 
GT Interactive set for a June release. 

As with the original (PCZ#64, 
77%), the game gives you the 
opportunity to command 
huge fleets of user-created 
ships in massive 



interstellar battles, as well as taking the 
fight against alien civilisations down to 
planet surfaces. Colonies have to be built 
and managed, research undertaken and 
negotiations entered into to succeed. 
Remembering how fiddly the control 
interface was in the game's 

predecessor, we hope things in 
that area have been improved 
to accommodate all the 
new and old features. 




Not all the battles are In space, you can 
take the fight to planet surfaces too. 




SLIP AND SLIDE 

We shouldn't be surprised when it happens, but we're always disappointed when 
games slip past their release dates, even though the theory goes that when they do 
eventually hit the shelves they should be honed to perfection. 

After waiting practically a 
whole season for CM3\o finally 
appear, the latest big games to 
fall behind schedule are Aliens 
Vs Predator and TA: Kingdoms, 
which have slipped to May and 
June respectively. After Duke 
Nukem 4£i^er slipped last year 
due to 3D Realms switching 
from the Quake //engine to the 
//nrea/ engine, we can only hope 
indecision doesn't make the 
developers pick up the Quake III 
engine. Stranger things have 
happened, you know. 







T O 




m 
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BALDUR'S TORMENT 



More BaMur^s Gate^ and then some 

Life is just one big role-playing game. Well it 
is to the guys at Black Isle Studios, anyway. 
Not content with creating two of the finest 
RPGs of recent years, Fallout (PCZ #61, 
91%) and Baldur's Gate, {PCZ #73, 85%), they've 
also been forging ahead with a new adventure, 
this one set in the AD&D universe of Planescape, 
a harsh universe of linked dimensions. 

Planescape: Torment takes the traditional RPG 
format and turns it inside out. Baldur's Gate 
went some way to stripping away the 
dependency on stats that most games relied on 
up until then, and Torment takes this process 
to its logical conclusion. That isn't to say the 
characters don't have stats, it's just that you don't 
see them so much as read them; you gauge a 



character by their actions, and they gauge you 
by yours. If an NPC joins your party, you can't 
just rifle through their pack and ditch them. 
Their objects are their own. Torment is a game as 
much about back-scratching as it is about throat- 
slitting. And it's weird. 

You play the Nameless One, an immortal with 
no memory of his 10,000 year existence. Your 
aim: to rediscover your hidden past. And to help 
or hinder you are some very strange characters: 
a floating skull and an animated suit of armour, 
to name just two. Even weapons and objects 
have personalities. Imagine Final Fantasy set in 
all nine levels of Hell and you might get some 
idea of what's to come when Interplay release 
Planetscape: Torment in the summer. 





Torment uses the Infinity engine. H Death is just part of the story. 



It's D&D, but not as we know It. 



TALES FROM THE GATE 



BaUw^ Gate is about to be expanded. 
Tales Of The SwonI Coast, due in April, 
is the next episode in the Baldur^ Gate 

series and will feature new characters, 
spells and Items. New locations include 
Durlag's Tower and an inhospitable 
island just west of Baldur's Gate. You 
need the original game to play it, but 
once you've completed it expect news 
of a bigger and better sequel. 



Sail to distant islands - and ■ Some things borrowed, some 
then kill people. H things new. 



MOVIE NEWS 

The eagerly-awaited Wing Commander mom has just 
opened Stateside, just ahead of Star Wars: Phantom 
Menace which comes out over there in May. No such luck 
over here though. A Fox representative told us: "It's unlikely 
to come out before Star Wars over here as we have no UK 
release date for Wing Commander as yet." 

With other game-related movies in various stages of 
pre-production {Doom, Tomb Raider, SIN, Hnal Fantasy 
and Parasite Eve- whose rights haS just been snapped 
up by Madonna, no less), the big news this month is that 
filming for Duke MukemvjiW commence before the end 
of the year. Although no one has been confirmed in the 
starring role, the script is all but done. 

Finally, how about this: Half-Ufe: Uplink, a five-minute 
action filmette that's just been released on the Net. It's no 
amateur effort, either; the project was commissioned by 
Sierra and filmed at Greenham Common. Hopefully we'll 
squeeze it on to next month's CD. 




We'll just have to wait a bit 
longer for Wing Commander. 



Not quite as realistic 
as the game, is it? 




Maybe well soon see a full-length feature of Half-Life. 



YOURMOSTWANTIID 



A look at ttie games you're most looking forward 
to over ttie next few monttis, and when ttiey're 
expected to arrive 



1 
2 
3 
4 

5 Aliens Vs Predator (Rebellion/Fox) 

6 Quake III Arena (iD/Activision) 

C&C: TIberlan Sun (Westwood) 

Black & White (Lionhead) 



Duke Nukem 4Ever (3D Realms/GT) 

Team Fortress II (Valve/Sierra) 

X-Wing Alliance (Activision) 

Kingpin (Interplay) 



7 
8 

9 Drtver (Reflections/GT) _ 
10 Messiah (Shiny/Interplay) 



July 

June 

April 

June 

April 

_Mid-'99 
April 
_Late '99 

April 

_Mid-'99 



WIN! Submit your vote and go into the hat for a mystery 
prize draw. Email us at letters.pczone@dennls.co.uk 
with the subject line 'Most Wanted', or write to the 
usual address. 
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BOTH ? 



CLOSE COMBAT 

While we eagerly await the release of Team Fortress II, news of one 
particular Ha//-Li/e total conversion, Russian Front, raised some 
eyebrows when we stumbled across details of it recently. 
With both German and Russian soldiers, Russian Front is a massive 
undertaking for the part-timers at Borderline Productions, with plans to include 
15 troop variations (including medics, heavy infantry, flame-thrower infantry 
and tank commanders), 20 vehicles and planes, and 23 new weapons, as well 
as a host of new single and multiplayer maps based on real terrain data. 

The maps and models are nearing completion, but the most impressive 
aspect to come to light so far is that the team hope to include vehicles you can 
use whether you're playing on your own or against your mates. We wish 
Borderline luck, and riches beyond compare. 



•m ^ 




That's one Panzer that certainly won't be 
leaving Stalingrad. 


1 Twenty vehicles, including tanks and 
I planes. And bikes, obviously. 


GByiSIHGFOIIftCyilBY 



ft,. 

mssioa Impossible: coming to the PC. This scroensliot is taken from tlie N64 version. 



Indian developers Dhruva Interactive are currently working on porting the N64 version 
of Mission: Impossible \o the PC. The original game, first released last year, mirrors the 
events of the film as you play IMF agent Ethan Hunt, out to clear your name. Like the 
original, Mission: Impossible is a third-person action adventure that has been described 
as a cross between Maho64 and GoldenEye, without being quite as good as either. 
Hopefully the PC version will far surpass them both when it's released later this year. 
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THE ULTIMATE STANC-ALONt, GAME WITH 8 NEW 
MISSIONS FOR ACTION HujjCRY STRATEGISTS. 

Visit the website for an Interactive demo 

nt //// .'/ oidosinter4ctive.co.ijk 

PC f 

eioo: 
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Commandos Beyondjfie Call ol Duly 
OeveloDcd bv P»ro Studios, t. » Published 1999 Sdos Interactive Umited All Rights Heservea 
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nCHHEAD 

A major announcement from Intel; DirectX update; and another novelty controller 

O WORDS Warren Chrismas 



INTEL HAVE YOUR NUMBER? 

Electronic serial number feature sparks 'big brother' accusations 



Chip giant Intel have come 
under fire from privacy 
groups and consumers 
over a serial number 
feature in their forthcoming 
Pentium III processors. 

Shortly after the range of 
processors was officially unveiled 
in January (see Tech-Head, PCZ 
#75), it became known that each 
Pentium III chip would carry a 
unique electronic serial number 
accessible via software including 
Web browsers. 

According to Intel, the feature 
was designed to increase the 
security of monetary transactions 



Intel: forced to make a turnaround. 



over the Internet, and not for 
the tracking of users or stolen 
computers. However, critics 
argue that the technology is 
open to misuse, including the 
fact that it would be possible for 
companies to follow electronic 
'footprints' through cyberspace 



without the users' knowledge. 

Intel have since announced 
that the feature will be switched 
off by default. Consumers now 
have the option of making the 
processor's code readable by 
switching it on. However, this 
turnaround has not appeased 
everyone, with opponents citing 
the fact that the code could be 
turned on by accident or possibly 
even hacked. 

PCs based around the new 
processor are expected to go 
on sale in the next few weeks. 

O Intel: 01793 431155/ wwwMel.com 



MICROSOFT UPDATE DIRECTX 



Microsoft have released DirectX 6.1 , a new version of their 
gaming and multimedia APIs (Application Programming 
Interface) for Windows 95/98. The update includes native 
support for the extra Katmai instructions featured in Intel's 
forthcoming Pentium III family of processors, but the main 
addition is the inclusion for the first time of DirectMusic. 

DirectMusic supports Downloadable Sounds (DLS) and 
features an integrated software synth which offers 
consistent high-quality playback across virtually any 
hardware configuration. It also includes a DLS version of 
the industry standard SoundCanvas General MIDI sound 
set, licensed from Roland. 



In real terms, DirectMusic is expected to lead to a great 
use of 'interactive soundtracks' in games, as opposed to 
predetermined red-book audio streamed from CD-ROM. 
"It will mean a lotto improving the quality and interactivity 
of music in games of the future," says Mark Rein of Epic. 

DirectX 6.1 is available now from Microsoft's website 
(it's a 6.5Mb download) but, as is always the case, it will 
come supplied with any game which actually requires the 
new version. Expect to see games which take advantage of 
DirectX 6.1 on the shelves within a couple of months. 



O Microsoft 0345 002000/ www.mlcmsoft.com 



FRAGS, BUT NO FRAGS 

Could this be the ultimate weapon of destruction for Quake players? 

OThrustMaster Frag Master • £54.99 • 01 276 609955 • www.frag-master.com 



Another month, another novelty controller. Still, unlike the 
largely useless UR Gear headset reviewed last issue, this 
one does at least have an obvious use. The Frag Master, 
you see, is designed specifically for use with first-person 
perspective shooters (although in theory it can be used 
with any game). 

Placed (ideally) on a desk and held in both hands, the 
Frag Master can be tilted forwards and backwards, 
twisted from side to side, and moved fonwards, 
backwards, left and right on its base. This means you can 
move, strafe and look around with ease - which is the 
whole point of the device. 



There are six buttons on the front of the unit, plus a 
further four triggers to the rear, which should mean you 
won't have to touch the keyboard for most games. 
Software presets are supplied for all the biggies (Quake, 
Half-Life, Unreal an6 so on), and more should be supplied 
on a dedicated website (www.frag-master.com). 
although the unit is fully programmable anyway. 

We gave it a decent run-out with Quake //and Half-Life 
(the Day One version is supplied with the device) and, 
while initially it felt like we were using a joystick or a 
steering wheel (neither of which would be our weapon of 
choice for a Quake clone), we did find the Frag Master to 



FACn'DVNNON 



O 3Dfx Interactive (0171 546 8621) have confirmed 
that their forthcoming family of Voodoo3 graphic 
accelerator boards will be made by STB Systems (the 
company recently purchased by 3Dfx) and branded with 
the SDfx name. The company is seeking production 
partners for Europe, but these will not include third- 
party companies such as Creative and Diamond. No 
release dates have been confirmed, but the VoodooS 
board should reach UK shores by April. More info at 
www.3dfx.coiii/. 

O S3 have unveiled their Savage4 architecture 
featuring industry-first AGP 4X support, DX6 texture 
compression (S3TC), 32-bit colour rendering and digital 
flat panel display support. Diamond Multimedia are 
producing boards based on Savage4, with the first 
products likely to appear in the eariy summer. More 
details at www.sS.com/. 

O InterAct (0161 702 5000) have become the latest 
peripheral manufacturer to offer a force feedback 
steering wheel and pedal set. The V4 Racing Wheel is, 
according to InterAct, the strongest and most advanced 
wheel of its type in the worid. It costs £99.99 and is 
available exclusively at PC Worid stores. More info at 
www.recoton-europe.com/. 

O Fifty per cent of homes in America now have a PC, 
according to 1998 data from 
market research firm 
Dataquest. That's a rise 
of seven per cent 
over the previous 
year. So now 
you know. 



The Frag Master: 
we say stick to 
your mouse and 
keyboard. 




be quite 
usable after 
a while. 

The problem is that it really didn't 
make the games any easier to play; in fact it made things 
harder. Maybe we'd feel different after several weeks of 
practice, but frankly we're not prepared to be shot a 
million times to find out. Nope. Nice try, but it's back to the 
trusty mouse and keyboard combo for us. 



PCZVERDICT 



76% 
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In the 

sound/ 

re it's 
frem 




93% 



if you want the best sound card 
there is, choose this one." 




... this is a really impressive 
product from Creative." 



Imagine a place where games are so lifelike 
that it's hard to tell fantasy from reality. 
Imagine a place where the latest sound card 
and speaker technologies combine to deliver 
Environmental Audio^"^ - a new standard of 
accuracy and vitality in 3D sound. 

Stop imagining. Enter the Creative dimension 
whenever you see the Creative name. 

Your PC will never be the same again. 

Visit our web site or call 01245 265 265 for 
more information. 



Sound Blaster Live! and 
FourPointSurround speakers feature 
Environmental Audio which delivers: 

• Exceptional sonic clarity that is so lifelike, 
it feels like it is being played live 

• Accurate 3D sound positioning and full 
Surround Sound support 

• Realistic audio 'environments' that make 
the latest 3D games come to life 

• Studio quality audio processing that 
takes PC music to a new level 

Sa^XS^ Environmental 
%f Audio™ 




by CREATIVE 



CREATIVE 

Your PC's key to another dimension 

www. S □ U N DBLASTER. CD M 



Sound Cards 



Graphics Cards 



Speakers 



PC-DVD 



Video 



O Craativs Tachnotogy Ltd. All brand and product nantes listed are trademarks or registered trademarlis, and are properties of ttieir respective holders. 
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ONUNEZONE 

The Web gets fatter every day. More downloads. More maps, mods and 
skins. We look at ways to fight the flab 

O NET GURU Phil Wand 



If you moved every single byte of 
data from the Web and 
transferred it to 3.5-inch floppies, 
you'd need more disks than have 
ever been produced - and a 
bloody big v^arehouse in which 
to store them. With this much 
stuff just a mouse click away, it's 
no wonder that 'portal' sites such 
as Yahoo at www. yahoo.com 
and AltaVista at www.altavista. 
com are the top destinations of 
most surfers. These sites process, 
review and categorise the 
inconceivably huge gob of facts, 
figures and flummery that is the 
Web, and present it in a series of 
hierarchical categories and links. 

With the recent arrival of 
GameSpyder at www. 
gamespyder.com, online gamers 
now have a proverbial one-stop 
shop for every website relating to 




A new Yahoo for Internet gamers. 



computer entertamment. 
Looking like a negative plate of 
Yahoo, in its launch week 
GameSpyder had collected close 
to 2000 different links to game- 
related websites. Want Half-Life 
maps? Two clicks away. Links to 
3Dfx hardware manufacturers? 
Just one click. Tips on how to 
play Total Annihilation, Myth II, 
Age Of Empires, Grim Fandango? 
It's all here, as well as a search 



engine to help reduce the 
clicking. Bookmark now. 

Meanwhile, Blizzard 
Entertainment have been 
getting excited about their 
multiplayer system at 
www.Battle.Net. Recent figures 
show that it has no fewer than 
2.1 million active users, and is 
thus by far and away the world's 
largest online game service. 
Much of its success is down to the 
continuing popularity of 
StarCraft - the latest expansion 
pack, Brood War, saw the user 
base increase in size by some 800 
per cent. Wowser! If you think 
you're missing out on all the fun, 
it won't cost you a penny to get 
involved as the service is free. All 
you need is a Blizzard game, an 
Internet connection and a second 
mortgage for the phone bill. 



NqWPUY|NG 

Become quick on the draw 

SCRAWL 

scrawl.msn.com 

Those of you who feel crippled by a lack of artistic talent 
when playing Pictionary will be delighted by Scrawl, MSN's 
online interpretation of the game. Drawing freehand in a 
top-notch graphics package like Adobe Illustrator \s bad 
enough; doing so against the timer over a jerky Internet 
connection and with people constantly asking questions is 
enough to turn even the most skilful draftsman into a 
gibbering, scribbling wreck. 

The game itself is a standalone application that's fired 
by clicking a link in your Web browser. The interface is 
functional but attractive and easy to understand, and has a 
rolling chat window at the bottom. The rules are simple: 
you or one of your competitors is given a word or phrase, 
and you then have to draw that word using a combination 
of pictures and symbols. 

Although the server is US-based, we found the 
connection speed to be more than adequate. Unlike a fast- 
paced action game where lag can cripple gameplay. Scrawl 
has a sedate pace (you're given three minutes for each 
word) and isn't affected much by pings and latency. 

Our only gripe is that cheating is rife, with frustrated 
players simply writing down the answer. 



SPESH SITE 
OF THE MONTH 



TOP DOWNLOAD OF 
THE MONTH 




; Host > Th« wofd «««t fH«k 

Hot\ ' Th» round he» ilarfucl 
Hott ^ bjbabv 1» drowliiij 



SCOR£S 




lOSO 


bjb»by 


I oc 




50 


4zon«th 




PCZone 


0 



--3 



Totally inane, totally addictive. More, please. 



M ACROIMEDI A SHOCKRAVE 

www.shockrav&com/ 

Shockwave and Shockwave Flash movies are the de 
facto standard for Web multimedia. Created with an 
elaborate scripting language, animations can be 
anything from buttons that glow when you push them, to 
full-blown arcade blasts with their own soundtrack and 
special effects. Macromedia created ShockRave not only 
to host and boast the best games, but also to dish out 
music, cartoons and digital greetings cards. Despite 
showcasing some serious software technology, the 
whole site maintains a cosy and ever-so-slightly 
frivolous feel (witness games such as Giant Goldfish 
MustDieij. Most importantly, it's free. 




Online help is available 
whenever you need it. 



I 



BETAC/\LL Y , 



ROLL 'IM UP 

www.doninielsch.nl/flipper/pinsetup.exe 

Woonplaats. Verstuur highscore flobba dob dib dob deeb! 
The installation and main menu may be littered with 
Dutch sillyspeak, but don't let that put you off. Ml 'M Up 
is a highly enjoyable pinball game available free from the 
Dommelsch website. In case you didn't know, 
Dommelsch is a brand of carbonated dog piss that 
passes for beer - or, rather, was passed and is now 
'beer' - in the Netheriands. To promote their wares, the 
brewery decided to commission a slick Windows game. 
Download it quick before the marketing department 
change their minds and go back to printing baseball 
caps. TILT! TILT! TILT! 



Have your say In game development - get 
involved in official beta test programs 

O Imperialism //is SSI's follow-up to their popular 
financial empire building game. Both Windows and 
Macintosh players are welcome. 
Website: http://tsunami.ssionline.com 
Email: info@ssionline.com 

O New from SegaSoft is an online strategy game 
called lOsix. Claim land, mine for wealth and defend 
yourself against rival players. 
Website: www.10six.com/register-main.html 
Email: James.Lawrence@heat.net 
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MTTIES BEYOND THE SHUIS 



FreeSpace 2 definitely. Privateer 3 
probabiy. Elite 4 maybe 

Although the Wing Commander series is likely to 
continue only on the big screen, the future for space 
combat sims on the PC still looks bright, with 
sequels and new games aplenty. 
Rumours about sequels to Conflict: FreeSpace iPCZ #66, 
89%) and Privateer 2 {PCZ #44, 94%) have been bandied 
about for months, but we've finally heard that Origin are 
indeed on the case regarding Privateer 3. And far from 
being an FMV-laden Elite, Privateer 3 could well turn out 
to be solely an online game. It will be interesting to see 
what Chris Roberts (creator of Privateer 1 and 2) thinks 
of it all, as he's currently engaged in Freelancer, another 
online space sim. 

Conflict: FreeSpace was without doubt the best space 
combat game of last year. A sequel was inevitable, but 
the surprise is that it should be out in December. Using 
the same graphics engine as its predecessor, FreeSpace 2 
resurrects the Shivan threat 32 years later, and includes 
a deep sub-plot which highlights internal struggles 
within the GTA. 

Although rumours of another £/ite sequel are just that, 
the closest in scope to the Braben/Bell classic may well 
turn out to be X - Beyond The Frontier, a German game 
that promises to incorporate the freedom of Elite with 
accelerated 3D graphics. Although you only have one 
ship to pilot, the range of upgrades and money-spinning 
opportunities make this a game to watch when it's 
released in June. 

A more enticing prospect come this summer may be 
Terminus from Vicarious Visions. Although limited to our 
own solar system, it incorporates a whole series of game 
styles, from complete freedom of play to a more linear 
mission-based campaign. Not only that, but there's also a 
fully-featured multiplayer game where you can follow a 
career as either a mercenary, trader, pirate or an enlisted 
pilot for either Earth or Mars forces. 

With the new Star Wars film coming out, this summer 
is going to be a sci-fi fan's dream come true. A Phantom 
Menace tie-in is inevitable, and with the likes of Klingon 
Academy, Babylon 5 Space Combat Simulator and X-Wing 
Alliance on the way, there's even more reason to stay at 
home and wait for Star Wars: Episode 1 to appear on video 
- not that anyone will, of course. 



LOOK OUT FOR... 



So what should you be looking forward to this year? Well these three, for a start... 
FREESPACE 2 (Volition) Release date: December 




New ships but the same engine for FreeSpace 2. ■ The Shivans are back for more. 



X - BEYOND TMB niOimDI (EgoSoft) Release date: June 




Plenty of trading, and you can build factories later on. 



TERMINUS (Vicarious Visions) Release date: TBC 



f 




Expect a Newtonian physics model. 



Said by Vicarious to be the first space combat RPG. 



COMING SOON... 



And these four, all of which PC ZOiVf has already featured in one way or another, are worth casting an eye over too 



BABYLON 5: SPACE 
COMBAT SIMULATOR 

(Sierra) Release date: Sept 



SINISTAR: UNLEASHED 
(T*H^) 

Release date: June 




Set to be the best Babylon 5 game yet. ■ The game formeriy Itnown as Excession. 



STAR TREK: KLINGON 
ACADEMY (Interplay) 

Release date: June 



First space combat sUn in ttoe Sr universe. 



X-WING ALLIANCE 
(LucasArts) 

Release date: April 
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PROJECT VIETNAM 



SHORTS 



Project VI enters the strategy arena 

The railgun is about to become obsolete. 
Thanks to the success of games like Rainbow 
Six iPCZ #69, 89%), Delta Force (PCZ #74, 
66%) and Spec Ops {PCZ #65, 88%) - each of 
which are certain to spawn sequels - it's the humble 
M16 that's likely to take over as the weapon of 
choice for first-person action fans. Put simply, alien 
worlds are out, real worlds are in - big time. 

The latest game to get the contemporary 
treatment is Project VI. Based in Vietnam, it's far 
from being a typical first-person shooter. Boasting a 
heady mix of '60s weaponry, night and day jungle 
settings and the now obligatory use of real-time 
tactics, it tasks you with completing a series of 
missions alongside computer-controlled team-mates. 

Apart from the added strategy element, the most 
exciting aspect of the game is the vehicles - you 
can take your pick from armoured troop carriers 
through to patrol boats and helicopters. Before each 
mission, however, you have to choose your team 
members from a pool of specialists: point men, 
heavy weapons experts, platoon leaders, and radio 
operators that enable teams to call and request 
artillery and air support. 

How Project VI will stand up against Sierra's 
UnreaZ-powered Navy Seals remains to be seen. 
Both offer very similar features, and both should 
be out early next year. 

In the meantime, Hidden & Dangerous is the 
tactical action game nearest the completion 
finishing post. It's a WWII-based title developed 
in the Czech Republic and features all of the above, 
but with Britain's finest in place of American 
wannabes (turn to Hot Shots on page 35 for more 
info). So if you've had enough Quake to last you a 
lifetime, you only have to wait until June before 
you can hang up your railgun for good. 




A railgun would be handy at this point. 




Expect to see indoor, urban and jungle-based missions. 



SIM UFE ON MARS 

Great though it is, it's certainly 
disappointing that SimCity 
3000 {PCZ m. 92%) failed to 
be the 3D real-time strategy 
game we were originally 
promised. The next title in the 
series. Sim Mars, should be 
different, as it gives you the 
opportunity to research and 
colonise the red planet In full 
3D and finally find out whether 
life actually exists there. 
Knowing Maxis, it probably will. 

BACK TO UNREALITY 

Out this month is the official 
Unreal mission pack Return To 
Na Pali Featuring a slew of 
single and multlplayer 
missions dropped from the 
original release, we can only 
assume developers Epic have 
kept the best Ideas for Unreal 
Tournament. We suggest you 
wait for the review next issue, 
out on Thursday 8 April. 



MORE HOKUM 

Following on from KA-50 
Hokum an6 Team Apache, 
developers Simis have 
announced details of KA-52 
Team Alligator, wblch is based 
on the Russian helicopter 
gunship of the same name. 
A new 3D engine has been 
created for tfie game, and GT 
Interactive were so Impressed 
they've decided to take up 
publishing rights and release It 
before the end of the year. 




"I went to see a very cool movie in London - Lock, 
Stock And TWo Smoking Bairels, And who's buying a 
ticket right beside me? Sean Connery. And he's seeing 
the same movie! Too cool!" 

Scott Miller, President, Apogee Software 

'len years from now I'll preside over Ion Storm as Its 
chairman and supreme leader. 1 look forward to the 
day when Ion Storm takes Its rightful place as a global 
superpower, directing all aspects of world commerce 
and social order." 

Chris 'Blofeld' Klie, lead level designer, Daikatana 

"That's what I'm really interested in, providing creattve 
input for the gama" 

Prince Naseem Named, obviously looking to ditch boxing 
and take up a career in games testing. How does £8000 a 
year sound, Naz? 



CHEAPfaXHAN FAGS 



Gremlin, Interplay and Eidos have { 
signed up with Sold Out to bolster 
the company's range of £4.99 
titles. On the shelves now should be 
Actua Soccer {PCZ m, 92%), Atomic 
Bomberman (P(7Z#53, 90%), Slipstream 5000 
{PCZ mi, 90%) and Zool2{PCZm7, 82%), 
with CM2{PCZm,92%), Blood {PCZ 
84%), Toonstruck{PCZm, 81%) and 
Screamer {PCZ 80%) following in April. 




MNNf. get a transfusion for €4.99. 




In response, Midas Interactive have made plans 
to launch their own range of budget titles, 
each of which will set you back a mere 
£2.99. The first 30 titles should be 
available from a petrol station near you 
soon, and once you've had enough of Ten 
Pin Bowling Fever, Arcade Horse 
Racing din6 Drilling Billy you can 
expect a further 20 crap games to 
appear in September. 




Atomic Bomberman-. going cheap. 



Arcade Horse Racing, or 20 B&H? 
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The PlayStation is 
sliowing no signs off 
knuckling under in the 
quality game stakes 



O UNDERESTIMATED Matthew Burgess 

This month's big UK release is Metal 
Gear Solid, and it's a tour de force 
that pushes the Sony console to its 
limits. Essentially a retread of its 
nine-year-old NES forbear, the game puts 
you in the shape of the appropriately 
named monument to masculinity, Solid 
Snake. Solid must infiltrate a secret 
nuclear base and battle camp super- 
villains while saving the girl, etc etc. 

However, this is no Quake-s\y\e blast- 
test. Rather than going in with all guns 
blazing. Snake's main weapon is stealth, 
which means that disposing of bad guys 
takes ingenuity rather than brute force 
(most of the time). 

Like Half-Life {PCZm , 95%), I^GS is 
one of those rare games that deserves to 
be described as an interactive movie. 
From the criss-crossing sub-plots to the 
engaging cut-scenes, it's an immersive 
experience on a par with the mighty Final 
Fantasy VII(PCZm, 93%). As well as 
getting tortured and falling in love, Snake 
even gets a stern ticking off from one of 
his support team when he lights up a 
cigarette (you start the game with a 
packet of 20 in your inventory). "Who 
cares? I like it," he replies. 

Get back to your prissy mansion, Lara, 
we've got a real role model here. 

Hottest PSX import of the moment has 
got to be Ridge Racer 4. After having their 
racing crown unceremoniously nicked by 
Gran Turismo, Namco have raised the 



S//enf /////: sick, stunning... 
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Metal Gear Solid: now on PlayStation, 


coming to the PC soon. 



stakes with the latest instalment in their 
series. Although /?4 doffs its cap to GTin a 
few areas - a ridiculous number of usable 
cars, for example - Namco have wisely 
decided to concentrate on arcade action 
rather than on ponderous reality. The 
PSX's (limited) resources are thus freed 
from having to cope with all that physics 
nonsense, and the result is a game that 
goes like shit off a freshly buttered shovel. 

In terms of PC titles, R4 is closer to 
Ultim@te Race Pro than to TOCA 2, but 
Namco's arcade pedigree ensures that the 
all-important playability is right on the 
money. The presentation is beautiful, the 
intro sequence is the usual sexist claptrap, 
and those cheesy voices are all present 
and correct. What more could you want 
from a racing game? 

Given Namco's track record and the 
PC's unpopularity as a games machine in 
Japan, it's unlikely that /?4 will find its way 
to your desktop without the assistance of 
an emulator. However, Konami have finally 
seen the light and recently announced that 
MGSmW make it to the PC later this year. 
Just how much later remains to be seen, 
but this establishes a precedent for further 
conversions. Keep your fingers crossed for 
the stunning - and sick - Silent Hill. 




RIdgo Racer 4 could Just sneak past 
Gran Turismo. 




Single & Muiti-Piayei 
Next Generation 




^ . .JHEBfflLE QF THE beasts: j 




AVAILABLE ON PC CD-ROM 



Gremlin 



Download the demo^frbm; 

www.wndm^talcountry.co.uK 



BU^TIN J 





LOOKING GU 
TAKE FLIGH1 

Flight Unlimited III could be a propeller-head's dream come true. Virtual 
aviators waiting for Looking Glass' latest flight sim can soon share the 
skies with other computer-controlled aircraft, as well as keeping an eye 
out for moving ground objects. The scenery and weather effects look 
like being a major step up from previous versions, and you can look forward 
to enjoying new adventures in ten new aircraft. EA release Flight IMs 
autumn. And no, there won't be any guns, obviously. 




Following last month's merciless butchering of Ion 
Storm, it seems only fair that they should be allowed to 
answer back regarding the walk-out of the Ion Eight, 
and the disparaging Dallas 0(>sefvef article. 

Mike Breslin, Ion Storm's Vice President of 
Business Development and Marketing, said this: "It was 
a one-sided, very, very biased piece, and I think after 
reading it it's obvious they don't understand the 
industry. This industry is built upon the ebb and flow of 
personnel. That's eight people leaving. Why is that 
abnormally high for a computer game company of 
100+ people? 

"I'm not going to say it didn't hurt us for those 
individuals to leave. It did. but at the stage they left, 
luckily the majority of their work was done. They left to 
go create their own company, which is the 
entrepreneurial spirit that we all support here. That's 
how we created this company. John left iD, Tom left iD, 
all of our designers left their previous companies to 
create this company, so we're certainly not looking 
down upon anybody with entrepreneurial spirit wanting 
to follow their dreams and create games that they all 
want to create. 

"I think this has really been blown out of proportion 
because of our company and where it's at in the public 
eye. There honestly hasn't been a games company of 
this size with this calibre of designers before. It is a 
new thing. We are about to release three triple-A titles 
in nine months. That takes a company three times the 
size of a normal games company. And when eight 
people leave a normal games company of 30. which is 
the average, then that's a huge mass exodus. But when 
they leave a company of 100+ people, that's eight per 
cent of the entire company leaving. That's not to 
discredit their loss. Yes, we obviously felt that loss, 
but we replaced them with very capable, very, very 
good individuals." 

Much of the reason for people revelling in Ion 
Storm's misfortune is the vast amount of hype that 
accompanied the company's formation. But as Mike 
says: "The irony of that is that the people who started 
the hype are no longer here, and are the people that 
we're in a lawsuit with. Nobody has sensed that irony 
yet, have they? You see this in Hollywood all the time. 
Look at Titanic- all they did was talk about how long it 
took and how much money it took to make this movie. 
And it came out, and then it was a great movie, and 
everybody forgot about all the negativity, the delays and 
everything else. 

"We are refocusing our energies. Our games are 
going to speak for themselves." 
If we ever see them. Oof! 



Propellorlieads' new album: Diveandcllmbandyawandroll. 




A cock'piX, with a fuel-pii/np knob. Fnirk. 



COMPETITION WINNERS 

Check If your name is among these lucky winners - If you entered, that is 



CHART COMPO, lssue#72 

Mr S Cripps, County Durham 
CHART COMPO, Issue #73 

Aaron Girling, Notts 

FORCED ENTRY Issue #72 

Vicki Parsons, Herts; Richard Curtis, Suffolk; 
Richard Bobruk, Bristol 
CLUNK CLICK, Issue #70 

1st Prize: Peter Ives, Coventry. Runners-up: Nino Amoroso, 
London; Max Burgoyne, Wilts; Paul King, Warwicks; Jason 
Donnelly, Kent; Michael Fisher, Essex; Sarah Tolly, Berks; 



W Anson, Edinburgh; Steven Edwards, Surrey; M Woodward, 

Bucks; Daniel Elton, Newcastle 

I HAVE SINNED, Issue #71 

1st Prize: Stuart Allan, Midlothian. Runners-up: Jim Doherty, 
Co Durtiam, Peter Evans, Swansea; David Lees, Ayrshire; 
Doug Kyle, Northampton; Neil Wilkinson, East Sussex; Kristin 
Allsop, N Ireland; Stephen Umb, Notts; David Anderson, East 
Sussex; Martin Evans, Bristol; Andy Duffy, Falkirk 

O Congrats and all that to the lucky winners. Disapfwinted? Dont 
be - next time, it could be yooooooou. . . 



32 PC ZONE #75 APR 1999 




^roM the l>esigners 
of Xennings 





Prepare to 
liecorte 
jftiU^-No-Hates 





German developers Wings are currently tidying up Panzer Elite, a WWII tank sim 
that's due to be released through Psygnosis in April. 

Last year saw iPanzer 44 and Panzer Commander , both of which were flawed. 
Panzer Elite's 80 different units, including infantry, and 23 different driveable 
tanks should make it the prime choice for WWII track-heads who have previously 
only had MicroProse's modem-day MJ Tank Platoon 2. 

All this of course depends on what the final version ends up like, and if it's on 
schedule we should be reviewing it next issue, on sale Thursday 8 April. 



TICKERTAPE 

STARTS-»"f The Bitmap Brothers 
have announced that they are 
working on Speedball2100, a 
reworking of their old Amiga classic. 
The bad news is that there are no 
plans for a PC version as yet 
•i-i'STOP-i-i' EA have canned Rebel 
Boat Rocker's 3D shooter Prax War. 
No doubt some other publisher will 
soon pick up the tab (we hope) 
•i.-1-STOP-i-^ PCZONE ls the UK's 
best-selling PC games mag - official 
•f-t-STOP-t-f Interplay and Virgin 
have merged. Virgin will handle 
distribution of all its own and 
Interplay's games in Europe, while 
Interplay will crank out both 
publishers' titles in the US 
•i-i-STOP-i-i- Details of PlayStation 
2's internal organs have been 
announced. A 128-bit CPU, along 
with dedicated hardware 
components, will supposedly handle 
millions of polygons per second, 
pissing on current PC technology 
from a great height. It'll sell shitloads 
and look dated within two years, 
mark our words ++STOP++ The 
Sims, a people simulator, is cun-ently 
in development by SimCity creators 
Maxis. Imagine the joy of seeing 
virtual people getting up, going to 
work, eating and shagging 
•i-i-STOP-i"!- PCZONEis still the UK's 
best-selling PC games mag 
++STOP++ French developers 
Infogrames are set to continue the 
ground-breaking Alone In The Dark 
series of games with a fourth, as- 
yet-unnamed title ++STOP++ 
Lionhead's first game. Black And 
White, is rumoured to be ahead of 
schedule and could well be out in 
September. Ironically, a version for 
GameBoy Color is also on the cards - 
which won't be in black-and-white, 
obviously 4- -i-ENDS 



mm 

GTA goes to Laaahndon 



The Canadian developers of GTA London 
have obviously been swotting up on old 
episodes of The Sweeney \o find 
inspiration for Grand Theft Aut&s first 
mission disc. 

With influences from films such as Get 
Carter, Quadropheniaar\6 Thelpcress 
File, the game features all London's 
famous landmari^s and every conceivable 
vehicle from the era. Populating the 
streets are mods, rockers, hippies and 
bobbies, and you can make use of public 
transport and even drive around the 
Tower Of London. Thankfully, we've only 
got a month to wait until GTA London is 
released. Sweet. 




Waiting outside the PCZONEottice to 
take out Mallo. 




tics - the fastest, 
wost originat game 
created by the hand of 
man ever,,. 




OUT ON PC-CD ROM 



www.tanktics.co.uk 



The Tanktics ■ logo is a registered trademark of DMA Design Limited. All other trademarks 
are acknowledged, r 1999 Gremlin Interactive Limited 
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PREVIEW HOT SHOTS 

If a picture paints a thousand words, here's the place to keep you reading well into the next millennium, in the 
gallery this month: Unreal Tournament, WWII action sim Hidden & Dangerous and space strategy in Homeworld 




O .-r Interact 

Just befort' you tl; 
V ' • not stop o* 
..^ were lu 
caiKed into a q 



Quak(; HI Arma preview btjgirining on page 38. 
v arch rival Epic's C'nrea/ Tournamanc is shaping up. 
A to a preview at GTs offices recently, where we were 
. w otT the fancy new weapons and effects that will appear 
fii being a souped-up botmatch version of the original Unreal {PCX 
nhanced Al and capture the flag deathmatches could make this 
e to iD's latent effort. The engine also looks like it's been going 

be put down to running the game through c-.v > 
ve come next issue, on sale Thursday 8 Apnl. 
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HOMEWORLD 

©Sierra •Out June 

Ii has lo ho Siiid thai uaichinj; two massive tloois of ships on\;a\;o in iniorsiollar 
combat is tar more oxcitiiivi than waichinvi a couple ol laiiks rim over a few 
infantrymen. VVaicliin^^ Honicworld's ships arcinj; throii^jh space, it's harti to 
imagine goinj; hack to the confines of planet-haseil siratejiy ^^ames. Ami if such 
v^ames were Judj^ecl on tlie strenj^th of their j^raphics, UoiiicworUI would piohahly 
j?o off the scale. If nou don't believe us, check out the lollinv; demo on this month's 
CD. Kven in sof tware mode the eai ly version of the j;ame we looked at manavjed to 
impress all who saw it. Tihcrian Sun? What's that, then? 
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remember it's only a game, 
remember it's only a game. 

remember it's only a game. 

remember it's only a game. 

remember it's only a game^emember it's only a game.remember i 
remember it's only a game. remember it's only a game. 

remember it's only a game. ^^^.^^^t^^s^iyy^^^g^^ne. 
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remember it's only a game, remember it's only a game, 
remember it's only a game, 
remember it's only a game. 

j^]_:^m^lgg^^1gs only a game. 
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ly a game, remember 
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t1^%My a game. 

Son^iy"'g^^i»^^*'^% only a game. 

.g^^^nember it's only a game. 

aly^a game. 



fffeifieM:fei^l^'s only a game. 

r it's or^^^g§^ei.-t's only a game, 
only a game, remember it's only a game. 

i^ra jitjn^.s only a game. 
ocadjyaa^^aBflaaember it's only a game. 

only a game. 

I remember it's only a game. 

'tiber it's, only a ^ame. 
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jmber it's only a game. 

I remember it's only a game. 

remember it's only a game. 

remember it's only a game. 

jmber it's only a game. J^ESIDENT EVIL 2^ 
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The ultimate Deathmatch... 




You're gonna need a bigger machine. iD Software plan to pusli tlie enveiope very far indeed witti tlie 
stonlcing, tiie amazing Quake III. Qualdng in tlieir boots: David McCandless anA Charlie Brooker 



THEDET/ULS 



DEVELOPER Activision 
PUBUSHER Id Software 
WEBSflE www.idsoftware.com 
OUT Unfixed, but protebly mid- 1 999 



WHAT'S THE BIG DEAL? 



O A deattimatch fanatic's wet dream 
O Ultra-advanced 30 engine 
O New multiplayer teclinology 
O Extremely advanced Al 



O The player models 
can all bend at the waist. 
Just like our Mallo. 



Even since the heady days 
of Wolfenstein 3D, iD have 
been at the forefront of - 
dare we coin it - 'cutting- 
edge' games development. 
Within their grueUing 
development schedule, the 
Texas-based developers have always 
been designing two games at a time - 
the single-player and the deathmatch 
side. Early last year they were 
sweating over two tasks: Trinity, the 
'next-generation' follow-up to 
Quake II with a glorious new 
3D engine, and an entire QII 
mission pack. It was too 
much. Trying to 
give equal 




WESPUK.iDilNS^^ 

Being the premier PC gaming mag in tlie 
wlioie wide worid, PC ZONE managed, no 
probiem, to gain access to iD Software's 
inner sanctum and ask the entire 
Quake ///team a few questions 
about their forthcoming opus 
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time, weight and balance to both was, 
to use the vernacular, 'busting' the 14- 
strong development team's collective 
'ass'. So, they decided, since it would 
take too long to nurture both to 
fruition, why not combine the two to 
create a new, all-powerful lifeform? 

Quake III: Arena was born - but 
as a multiplayer first and foremost. 
This is new territory for us all. When 
it appears later this year, QUI will be 
the first network 3D multiplayer title 
lacking a single-player 'story' mode. 
Some are glad. If there's one 
aspect of iD's games which has 
been criticised, it's the paltry 
gameplay. Ever since Commander 
Keen and Doom {PCZ #13, 96%), iD 
have rarely veered from the rocket 
launcher/corridors/monsters formula 
that has served them so well. The 
technological ante keeps getting 
raised, of course. Doom pissed on 
Wolfenstein. Quake {PCZ #43, 96%) 
shat on Doom. Eighteen months 



later. Quake II (PCZ #59, 
97%) opened its bowels 
on Quake. (And then came 
Half-Life (PCZ #71, 95%), 
which pebble-dashed the lot. 
But that's another story.) 
Underneath all the gloss, the 
mip-mapping and the amazing 
new lighting routines. Quake II 
was basically the same: shoot; 
run; save; shoot; run; save... 

In the meantime, we the 
audience grew in sophistication. 
And now, in this post-Half-Life 
universe, these senseless get-to-the- 
exit games are considered rubbish 
and on their way out. "Good riddance 
too," we say. "Have a good story, or 
shove it," we add. Quake III will be 
iD doing what they do best - creating 
3D technology and networked 
deathmatching which melts our 
eyes and kills our social lives. 

Network or not, you will be able to 
play QUI on your own, but it will be 



How do you think people will 
react to the single-player 'ix>t' 
game? 

Paul Steed: "tt will make the 
•sports' aspect more apparent, 
and perfectly complement the 
strength of the multiplayer game. 
Like Madden '99 or Ridge Racer, 
playing the game for the endless 
replayability and competition will 
change the way first-person 
shooters are developed in a 
much-needed way." 



Paul Jaquays: "Until recently, 
connecting to games on the 
Internet has always seemed like 
arcane mumbo jumbo, available 
only to the illuminati of computer 
users. Games in the future should 
make connecting to online games 
totally transparent to even the 
newbie user." 

What are ID hoping will happen 
to Quake HI: Arena once the 
online community gets a hold 
of It? 



IIUIUIEIiyilDU 




Cheer up. You're In Quake III, you miserable bastard. 



What the l**k are IKEA playing at? 




Quake ///will be the biggest game yet to be 
iauncbed on a 'hardware-acceleration only' 
ticket. Therefore, as you'd expect, the 
graphics rock bells. Big bells 



The rallgun now has a wispy trail. Not that you'll be around tor long enough to admire it. 



I more of a Mortal Kombat, Tekken- 
style game, with conquests and 
success in battle giving you progress, 
rather than the endless drudgery of 
multiple levels. It will be you versus 
'bots' - computer-controlled 
deathmatch opponents given to 
unerringly ruthless and realistic 
behaviour. The war against the 
machines starts here. 

BOTTY TROUBLE 

Anyone who's messed with the 
Eraser bots for Quake II or the 
female ninja from Half-Life knows 
that computer-controlled monster 



movement has moved on 
substantially in the last few years. 
Artificially intelligent muthas can 
now use their environment and 
weapons more adroitly than most 
arch human deathmatchers. Like 
natives, they rocket-jump, dodge 
missiles, run away, set ambushes, 
and are very, very, very good at 
aiming. "You'll have your rookies, 
your smartasses - all different 
personalities," says Paul Steed, 
graphics artist at iD. 

One of the greatest challenges in 
creating a hot is making it fallible. 
The Y2K bug notwithstanding, 



computers generally don't get 
confused or distracted or frightened 
or over-confident in the way we do. 
In deathmatch, therefore, they tend 
to be too good. But if you make them 
'dumber' by simply reducing their 
virtual brainpower by a few notches, 
you've created another problem: you 
can learn to exploit their intellectual 
blind spots. The key lies in giving the 
bots personality traits such as 
cowardice, aggression or sneakiness - 
enough to render their behaviour 
believable, but not predictable. 

The more you succeed against your 
cheery CPU opponents, the more you 



Commander Keen: Invasion Of The 
Vordcons. Not officially ID'S first game, f 
but the first game created by John 
Carmack, Adrian Carmack, John Romero 
and Tom Hall - the founding members of 
iD Software. 

Wolfenstein 3D. The first-person shoot 
'em up that started it all. It may look 
primitive by today's standards, but this 
shareware hit made big waves when first 
released. 

Doom. A true gaming classic. Scary, fast, 
furious and fun, Doom was the title that 
really put iD on the gaming map. An 
estimated 15 million copies have been 
downloaded around the worid. 

Doom II. Bigger, better, faster and harder 
than Doom. The introduction of a double- 
barrelled shotgun set new standards tor 
in-game weaponry. Two million copies 
sold, and rising. 

Quake. A name that has become 
synonymous with the first-person shoot 
'em up genre. Quakers multiplayer 
facilities were unrivalled at the time. 

Quake II. Hailed by some as the best first- 
person shoot 'em up of all time, Quake II 
is the action game purist's dream. Still a 
benchmari< title, even two years after its . 



rrrnfxTit.nii.i ... 

ascend the Ladder Of Greatness 
(our title, not theirs), giving you 
something to do when you're not 
hooked up to the Internet, pounding 
small boys from Huddersfield. Aside 
from this new direction, the game will 
have classic iD written all over it. 

But wait a moment... What if 
you're used to single-player first- 
person-shooters but haven't ever been 
plunged into the carnage-showered 
crucible of deathmatch? How will you 
cope? Stop blubbering. The game will 
include several 'newbie' deathmatch 
levels designed to ease nervous 
virgins into the action with all the 



^ Graeme Devine: "I hope the online 
community embraces its pure 
deathmatch style and runs with it. 
We've redefined deathmatch 
coolness with this product, and I 
think that will really pay off." 
In light of current competition, 
do you thinic Quakers grip on 
the multiplayer community will 
be much reduced? 
Graeme Devine: "The only 
competition we have is from the 
new Star Wars mom." 



What have you done code-wise 
to improve multiplayer 
performance, and how do you 
plan to reduce lag? 

John Carmack: "Jerkiness is the 
characteristic of Net play that has 
been most improved. Almost all 
visual effects are either cued for 
local running, or presented in a 
parametric or other extrapolatable 
form, so that when packets fail to 
arrive on time, most of the world 
continues as expected without a 



visible hitch. Of course, if your 
Net connection really craps out 
and you don't receive any new 
packets for several hundred 
milliseconds, the action will 
reach the reasonable limits of its 
predictability. Perceived lag has 
been decreased by allowing more 
actions to be handled completely 
on the client side, without having 
to make a round trip to the server. 
Weapon cycling, falling/stepping/ 
walking view feedback, and 



weapon muzzle flash/sound 
feedback are all done locally 
now. The actual effects of your 
actions on the world and other 
players still requires a round trip 
to the server, so lag isn't gone, 
but it is Improved over all 
previous efforts." 
Which weapons are you 
planning to include? 
John Carmack: "Most new 
weapon ideas are bad ideas. 
We're sticking mostly with 



established favourites. A flame- 
thrower is our only planned 
'experimental' weapon." 
Christian Antkow: "Most of the 
weapons from Quake //will make 
a reappearance. The lightning gun 
from Quake reappears, and the 
BFG has been changed 
significantly - think instant-hit 
rocket launcher. The machine-gun 
is now your starting weapon, so 
you don't spawn into the world 
completely helpless." 
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patient encouragement of a seasoned 
pro leading a frightened rookie into 
his first major battle. Naturally, 
the bots on these greenhorn stages 
behave with authentic stupidity, the 
watchword being 'authentic' - it's 
harder to program a believably fallible 
bot than an out-and-out brainless or 
deadly one. Perhaps more significant 
for first-timers, however, will be the 
layout of the architecture itself: the 
earliest stages will be laid out on a 
single plane, so there's none of that 
pesky mouse-looking... until you 
progress to a later level. Think of it 
as a kind of Deathmatch Academy. It's 



an education you'll need to undertake 
if you're going to get anywhere in the 
later stages or spar with experienced 
real-life players online. 

NICER NOOKS, COOLER CRANNIES 

Thanks to enhanced chunks of the 
Trinity engine, Quake III will be the 
biggest game yet to be launched on 
a 'hardware-acceleration only' ticket. 
Therefore, as you'd expect, the 
graphics rock bells. Big bells. 

The levels will bow to three main 
styles: organic, gothic and industrial. 
All will use the most impressive 
feature of the new engine - support 



for Bezier curves. 
Which in English 
means you'll be seeing 
'proper' curved surfaces. 
Previously, the Quake engine 
could only render triangles, 
limiting the creation of smooth, 
rounded shapes and forcing 
designers into all sorts of loops to 
create realistic environments. Now, 
there are fewer geometrical limits, 
and cool stuff like circular mirrors, 
fangs, and tongues, and weird Giger- 
esque architecture are possible. The 
engine also manages to pull off true 
mirrors: entire levels have been 




The Quad Damage 
power-up in all its 
Take On Me'-style glory. 



designed with 
mirrored floors and 
ceilings, so it'll be just like 
running around Peter Stringfellow's 
bedroom. Oh, and there'll be 




If you can build a tongue, you can build... 



..er, something else which we won't go into here. { 



Haff-Ufe has redefined the 
genre with its approach to 
Al. How do you see Quake 
///lining up against that - 
especiaiiy with Unreal 
Tournament dmA Team 
Fortress //aimost upon us? 
Paul Jaquays: "They are apples 
and oranges. From what I 
understand, Half-Lif&sM 
depends on a lot of scripted 
situations. Real-time combat Als 
have to be able to respond to any 



situation in our maps, not just 
pre-scripted ones." 
ID started the entire first- 
person shooter genra What 
do you think of new elements 
that are creeping into the 
genre, such as the strategy 
in games lilce Rainbow Six or 
squad-based titles like X-COM 
Alliance 

Paul Steed: "They're great. As 
more and more hybrids take 
advantage of the technology 



API1999 #75PCZ0NE 41 




1 




Who said deathmatchers had to be humanoid in shape anyway, huh? HUH?! 



THE FUTURE IS BRIGHT. THE FUTURE IS APPLE? 

Ladies and gentlemen, place your bets - it's the Pentium versus G3 Deathmatch 



ID'S kJng coder, John Carmack recently appeared at ttie MacWorid 
exhibition in the States, whereupon he made the announcement 
that Quake ///would be released simultaneously on PC, Unux, and 
Macintosh, dropping a red hot pineapple In the laps of the listening 
PC Quake onWne community. 

"I think Apple are doing a lot of things right," elaborates 
Carmack. "The Mac hasn't instantly become a 'better' platform for 
games than Wintel, it's just made a giant leap from the back of the 



pack to near the front. From all my tests and experiments, the 
new Mac systems are basically as fast as the latest Pentium lis 
for general CPU and memory performance. This Is plenty good, 
but It doesn't make the Intel processors look like slugs." 

Great. So we'll soon have to welcome all those goatee-bearded, 
combat trouser-wearing, Mac-owning vegetarians into the great 
global gaming community. But, for all the singing and dancing of 
the new G3s, they still only have one mouse button. Hah! TWats. 




I excellent volumetric fog - that's 
proper fog, with weight and depth, 
so it can roll around your ankles like 
you were deathmatching in the 'Mull 
Of Kintyre' video. 

There's only one downside to all 
this visual finery - creating custom 
levels will be much, much harder 
than before. Still, with perseverance, 
and thanks to the introduction of 
curvy bits, you could invent a sick 
pornographic deathmatch level in 
which players dash around atop a 
gigantic bell-end, shooting each 
other in the teeth. 

If you're curious about weapons, 




check out our iD interview on page 
38. As for power-ups. Quad damage 
will no longer simply apply a 'Ready 
Brek' glow to your man, it will also 
surround you in a glowing, crackling, 
visible field of energy. Very scary. In 
fact disturbingly "like an electrified 
version of the effect in the A-HA video 
for Take On Me'," according to Blue, 
webmaster of the popular Quake site 
Bluesnews (www.bluesnews.com) 
after his recent sneak preview. Other 
power-ups include Invisibility (which 
works like the wibbly-wobbly in 
Predator - hurrah!), Haste and, 
possibly (eek!), Flying. There's also 
the possibility of a revival for Doom's 
Beserker power-up, which turned you 
into a seething, super-powerful hulk 
capable of literally shattering bodies 
with a single punch. Lovely. 



HEAD, THORAX. ABDOMEN 

The player too has been 
substantially enhanced. You'll 
feel taller. Steps will be shorter. 




A big burly future- 
warrior hanging 
out down the 
docks yesterday. . 




The models will be split into natural 
sections like legs, thorax, and head to 
enable more realistic movement and 
expression. You can customise up to 
30 frames of animation for yourself, 
enabling you to visibly give people the 
two-fingered salute beloved of 
cabbies and lager-fuelled football 
hooligans. 

The models mark a substantial 
improvement over those in Quake II. 
Constructed from around 1000 
polygons, and with few if any 
discernible corners or flat areas, 
they're almost unnervingly realistic. 
Deathmatch looks like Saving Private 
Ryan. Except it stars you and your 
friends. And since we're talking 3D 
cards-only here, we're also looking 
at 24-bit colour textures for each 
character skin. That means you can 
scan in photographs of yourself, 
painstakingly assemble a virtual 
clone, then watch as it gets its head 
blown off. Which probably isn't good 
for the psyche. Several iD employees 



have already produced versions of 
themselves. Within weeks of the 
game's release, expect the Internet to 
be awash with skins of superheroes, 
presidents, pop stars, and nude fakes 
of Denise Van Outen. Who needs 
Stars In Their Eyes when you can 
have Guns Up Their Bums? 

This is all part of a suite of touches 
designed to enhance the death- 
matching experience. The crosshair, 
for example, which now becomes 
more than a cheaty little aiming 
point, changes colour depending on 



Just iilce Leatherface and Ed Gein, you can 
mucit around with tiuman sl(in for fun. 



I advances, a better, richer game 
experience will result. This 
approach is especially good for 
single-player, story-driven games. 
Quake III Arena will provide the 



standard for 
the alternative 
to the story-driven 
complexities of future 
single-player games, no 
matter what kind of hybrid 
they are." 
In the UK, online 
deathmatching isn't as popular 
as in the US because local calls 
aren't free. Do you think this 
will affect Quake Ufs success 
over here? 



Paul Jaquays: "I think it will 
result in an uprising of angry 
games players marching on 
telecommunications companies 
to demand fairer phone and 
Internet connection pricing 
standards. Paying anything other 
than a flat connection fee for time 
online is retrogressive. Demand 
your rights!" 

What's the score with the Mac 
version? Rumour has It that It's 
faster and better than the PC 



version. How can this be? 
How does the Mac handle 
those graphics? 

John Carmack: "The game 
plays very well indeed on new 
Macs. At the moment, a new G3 
plays as well as any PC system 
and better than most. The Rage 
1 28 in the G3 systems is only 
running at 75MHz, so it does hit 
its ultimate fill limit about 20 per 
cent sooner than a TNT in a wintel 
box, but the driver throughput is 



absolutely top-notch." 

Will Mac vs PC networtc games 

be possible? 

Christian Antkow: "Yes. Mac 
clients will be able to connect to 
a PC server and vice versa - 
same protocol on either flavour 
of the game." 

How do you think this will 
affect ttie average worlcplace? 

John Carmack: "Marketing and 
accounting departments can get 
all tribal with each other." 
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JOHNCARMACK 




PC lOtiE gets up 
close and personal 
with ID Software's 
3D genius 



PCZ What was the first game you ever 
played? 

JOHN Space Invaders. 

PCZ What's the best game you've ever 

played? 

JOHN I often point to the original Sonic The 
Hedgehog as a great design - fast and 
simple, but lots of fun. I think the series 
went downhill with increasing complexity 
and gimmicks. 

PCZ Have you ever been in a fight, and 
If so what happened? 
JOHN Once, in high school, I stepped in 
on two guys pushing one of my friend's 
younger brother around. I was competing in 
judo around that time, and there is a pretty 
fair chance I dislocated one of their 
shoulders. 

PCZ If Unreal Tournament and Quake HI 
Afenawere marooned on a desert 
Island, would they woilc together to 
build a raft, or would they rip each 
other's heads off? 

JOHN The game engines would probably 
work together, but the rest of the media 
might be noisy. 

your health, saving you having to look 
down to check your status. It also 
reveals the names of players. The 
difference between enemies and 
team-mates are easily distinguishable, 
so good players are avoided and 
(more importantly) vendettas are 
more effectively pursued. 

Another neat feature: when you've 





"01 you! I won't tell you again - keep your thieving hands away from my power-up.' 



In a beat 'em up, you are generally 
given the choice between a dull-but- 
good-all-round character, a fast-but- 
weak character, or Geoff Capes. And 
so it is with Quake III: Arena, which 
will sport an innovative new class 
system, enabling you to juggle 
movement speed with damage 
capacity. In real terms, as in real 



^The lightning gun from Quakels going to be in Quake III: 
Arena, and the BFG has heen changed significantly - 
think instant-hit rocket launcher^ 



stopped to enter a chat message or 
tinker about with the console, a little 
icon appears above your character's 
head to let everyone else know you're 
busy typing. They can still frag you 
while you're in this state, but only in 
the knowledge that they're being 
unsportsmanlike. Of course, you 
could pretend to be typing as a 
sneaky ambush technique, but that 
would be downright caddish. 



JONN CARMACK, ID SOFTWARE 

life, smaller, faster players will be 
able to rocket-jump like gazelles 
around the level. Fatter, lumpier 
brethren will be confined to more 
traditional ground-based assaults 
and the occasional low-rise *phut' 
of a rocket jump. To further increase 
tactical choices, you'll be able to 
drop your weapon for a 20 per cent 
speed increase. Or as a peace offering 
to a would-be executioner. 



MULTIPLE MANIACS 

Online gaming-wise, each server will 
be minutely configurable, so, to quote 
one iD team member, "no one can 
bitch about anything". You'll be able 
to choose from a spread of different 
sets of rules and feels, choosing from 
presets like Quake, Quake II or Classic 
Doom. Other multiplayer favourites, 
such as Capture the Flag, will also be 
fully supported. 

But what about that bane of every 
multiplayer's life (and death), the 
dreaded lag monster? 'Lag' is the 
word used to describe the delay 
caused by the transfer of information 
from client to server and back again 
during an online game, which can 
slow your reaction time and lead to 
an untimely fragging. It's something 
iD are keen to reduce and eliminate, 
which is why they've shifted the 
division of labour between the client 
(your computer) and the server (the 
computer you're connected to) to help 
keep things running smoothly. 




WAIT FOR IT 

Excited? Eager? Champing at the 
bit? You should be - after all, iD 
haven't let us down so far, have 
they? By focusing solely on their 
previous games' undeniable strength, 
the multiplayer experience, they're 
free to leave the single-player 
storytelling to games like Half-Life 
and SiN, and instead deliver a 
visceral, lightning-fast frag-a-thon 
that can be played for ten hours or 
ten minutes. Just like games from the 
good old days, in fact - except you 
can play it against 60 other people 
and the graphics make your eyes 
come in their pants. 

The bad news is the hardware 
requirements. The lowest system 
will be a Pentium 200MMX with 
Voodool. Still, there's probably time 
to save enough coins for an upgrade. 
Get that frilly little number on and 
head for the docks. Those sailors may 
be lonely, but they've got money to 
bum, sunshine. O 



What about real-time 
shadowing - will there be 
'proper' shadowing, as seems 
to be popular at the moment? 

John Carmack: "Right now we are 
just using blob shadows 
underneath players, which is fast 
and still provides a useful 
positional cue for jumping. I will 
probably add support for stencil 
buffer shadows so the new high- 
end cards can get some use out 
of them, but It will definitely have 



a speed cost." 

For those people who are quite 
content to play Quake //with 
EraserBots, what would you 
say to tempt them into buying 
Quake IIIArens/l 
Katharine Anna Kang: "I could be 
quite content with an old reliable 
car that got me from one place to 
another, but what do you think my 
choice would be if I was given the 
opportunity to have something 
new and better? Something 



prettier, with an improved engine? 
Something that got me where I 
wanted to go faster and 
smoother? If I could afford It, I 
would have both - reminisce 
some good old times with the old 
reliable one, but zip around in the 
new one for some real fun." 
Quake //was criticised for 
being too brown'. How 'brown' 

Quake III he7 
Paul Steed: "All brown. Various 
monochromatic shades of feces." 




The ID team demonstrating ttiat you can create your own skins for the 
complex polygon models. So the 'casual assassin' look's in this year? 
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i ..mTvlEXPENDULE 



Live fast, die faster. Life Is cheap In.... 

EXPENDABLE 

It's a return to the old school for Britain's most technically advanced development team, Rage. 
Paul Presley prej^res to reinforce his 3D cards 




imMlBd history of ttM 3D masters 

Formed In Liverpool by Paul Flnnegan 
with a brief to create original, Innovative 
and high-quality products. Starts with a 
team of 40. 

Striker \s released on 16-blt computers 
and sells more than a million copies. 

^^H^^^BIt 

Rage goes public and is one of the first of 
the software companies to be traded on 
the FTSE. 

Darklight Conflict (PCZm, 92%) 

surprised everyone by looking stunning DEVELOPER Rage Games (Newcastle) 

withoutany3Dsupport.3Dcardsarejust |niBU^^ 

WEBSITEwww.rage.co.uk 
around the comer though. ^ ^^.| 

Incoming (PCZ#&3, 90%) is released to 

critical acclaim. 3D cards are never taken 

for granted again. Q Fast-moving, arcade classic-style gameplay 
- Q ^yg^ 3D (^^(j ^ck in the book 

Rage are now up to 1 1 0 staff members ^ smgle-screen, two-player action 

and have additional offices in Newcastle q 'Trademark' Rage explosions 
■■i and Birmingham. ^ 



Where's the fire exit? 



THE DETAILS 



Plenty of weapons are available, all with power-ups. 



WHAT S THE BIG DEAL? 



Rage Software's latest 
assault on the nation's 
3D accelerator cards, 
Expendable, is arguably 
one of the finest pieces 
of software ever seen. It 
might even be the perfect 
game, as rich in graphical detail as it is 
in gameplay. Although it's still early 
days, I might even go as far as saying 
that it could be the greatest game ever 
made, although 1 guess in the interests 
of objectivity I should try to curb my 



enthusiasm somewhat until I've seen 
the finished product. 

Expendable is an attempt to 
combine our love of shiny objects with 
our hankering after the classic 
gameplay values of yesteryear. "We 
were looking for a good 'get-in-and- 
pla/ arcade game that used all the 
new 3D hardware that was coming 
out," explains Peter Johnson, head of 
development at Rage's Newcastle 
branch. "Most of us here have been in 
the industry for about ten or 15 years 
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and we get quite nostalgic about all 
the old arcade games, things like 
Commandos and Ikari Warriors. We're 
very into emulators here." 

While the name Ikari Warriors 
probably won't instil many of you with 
long-forgotten memories of hanging 
around beachfront arcades, begging 
others to "giz your last man", 
gameplaying lifers will no doubt be 
reaching for the Kleenex (in a good 
way) even now at the mere mention 
of the game. We're talking quality top- 
down, vertically scrolling, blast 'em up 
action here, the likes of which seem to 
have got lost somewhere down the 
years. Today's gamers have their Quake 
lis and Half-Lives, we had our Ikari 
Warriors and our Commandos. 

Naturally, Expendable takes the 
concept and throws a '90s stylee all 
over it. Here we have rotating cameras, 
multiple player modes, particles, alpha 
blends, prismatics, volumetrics, mip- 
maps, bi-linears, tri-linears, stick-it-in- 
your-eye-linears and lens flares. Lots 
and lots of lens flares. "Actually, we 
don't see the lens flares any more. 
After a while your brain tends to edit 
them out. There are plenty in there 
though," says Johnson, laughing. 

Expendable is typical of what we've 
now come to expect (technically and in 
terms of playability) from Rage, and in 
a way it's surprising that we don't see 
this sort of thing more often. DSD and 
Glide techniques enable everyone 
access to the same sort of effects, but 



PETER JOHNSON 



# 



Head of development on 
Expendable, ancfaA? old 
hand at computer 
games 



PCZ What's the first 
game you ever played? 
PETEH Seeing as I've been doing this for 
19 years, it's a bit hard to remember, but it 
would have to be Galaxians. 
PCZ What's your favourite game of all 
time? 

PETEH I find that I like different games in 
different moods. There isn't one overall 
favourite. 

PCZ What are you playing at the 
moment? 

PETER Zelda on the N64, and 1080 
Snowboardlng. We don't get much time to 
actually p/ay games these days, but we do 
have a couple of consoles in the rest area. 
PCZ What's the last game you paid 
money for? 

PETER Er. . . that would be Zelda again. 
PCZ Have you ever been In a fight, and 
if so what happened? 
PETER In an arcade once, when I was a kid. 
A big lad mumbled at me. I said I didn't 
understand what he was saying. He went off 
in a huff then came back two minutes later 
and whacked me one. 




You do have a Pentium III chip, don't you? 



somehow Rage manage to maintain 
a look and feel that's all their own. 

"About a year ago 1 used to think 
that 3D cards were making everything 
look the same," says Johnson, "but I've 
been pleasantly surprised, as there 
aren't many games that look much like 
the stuff we're doing. We really go 



been dazzled by Incoming. Since then 
there have been early versions of 
Expendable floating about the industry, 
but when PC ZONE last saw it back in 
October, all that was on offer was a 
good-looking rolling demo that 
showed off the basic concept. 
"It's changed an awful lot since 



^Expendable'is arguably one of the finest pieces of 
software ever seen. It may even be the perfect game, 
as rich in graphical detail as it is in gameplay^ 



extreme on the lighting rather than 
going for realism. Our explosions are 
a famous Rage trademark." Anyone 
who's seen Incoming {PCZ #63, 90%) 
knows exactly what he means by that. 

GEORDIE COME LATELY 

Although Expendable was announced 
last May, work began almost a year 
and a half ago, before any of us had 



then," insists Johnson. 'There's been 
an increase in the versatility of the 
player's weapons, and we've added 
plenty of new abilities and special 
effects. An awful lot has gone into the 
technical side." 

Back then we were concerned that 
it might turn out to be slightly 
repetitive. Good-looking, we thought, 
but likely to outstay its welcome before 
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Traffic wardens of the future are slightly more aggressive. 



The further into the game you go, the less human it all looks. 



4 




I 



long. Rage heard similar comments as 
they showed it around the industry, 
and Johnson has taken the criticism on 
board: "We've tried to put in a lot of 
different 'events' as you go through it. 
A lot of the game is discovering what's 
going to happen around the next 
comer. We're also varying the way 
things look the further you get. As you 
get further away from Earth you 
encounter much stranger areas." 

ITS A BUYER'S MARKET 

Expendable is certainly looking 
stronger than it did last year. The 
present build shows off a lot of those 
'scripted' events to good effect: cars 
come flying down the roads before 
tipping over and exploding; alien ships 
take large chunks out of the nearby 
scenery; pylons topple over right in 
front of your feet. When they say 
*scripted events'. Rage obviously aren't 
talking about lengthy FMV sequences 
and deep characterisation, but rather 
just enough little things to break up 
the simplistic nature of the gameplay 
and retain your interest. 

As to whether gamers will take to 
Expendable, well. Incoming was built 
on a similar structure and seemed to 
do rather well. Perhaps we really do 
want more 'pick up and blast' games 
from time to time, something to 
compensate for all the complex real- 
time strategy games and lengthy RPGs 
out there. Hopefully ExpendaWe will 
live up to expectations. O 

GOING TO 
EXTREMES 

Ptiil Scott, one of 
Expendable^s lead 
programmers, had a lot of 
Interesting tilings to say 
about 3D card teclinology 
- how D3D isn't as liad as 
everyone first ttiougtit; 
liow Rage have been 
working closely with technology 
manufacturers to get features they want 
into the next releases; and so on. But the 
most interesting thing he said during the 
interview was the following (and I think 
It ghres a pretty fair insight into what life 
at Rage is like): "When we fill the entire 
screen with nothing but spectacular 
explosions, we know we've gone too far. 
That's when we try to pull back a bit." 

So there you have it. Remember the 
next time your jaw drops when looking 
at a Rage Software game, Phil Scott is 
the man responsibia 







Depending on your 
weapon capabilities, 
you can target a 
specific part of 
another Mech to 
render It Inoperable. 



Mech$ with everything in... 

MECHWARmOR 

Hasbro's official Mech game looks set to stomp all over the opposition. In the cockpit: Jeremy Wells 




THE DETAILS 



DEVELOPER Zipper Interactive/FASA Interactive 
PUBLISHER MicroProse/Hasbro Interactive 
WEBSITE www.microprose.com 
OUT May 



WHAT'S THE BIG DEAL? 



OThe Mechs are now even more detailed 
O The introduction of a new zoom and target device 
O Mechs now have the ability to duck for cover 
O it's the latest in the MechWarriorsem 




Chicago-based FASA Interactive may be 
world famous for their Mech-based 
BatUeTech table-top games, but 
MechWarhor 3 is only their second 
acthre release 



MechCommander{PCZm, 85%), the 
first real-time strategy game to use 
official Mechs from ttie BattleTech 
universe, is released and is generally 
well-received by Mech heads and RTS 
fans alike, despite it looking a little dated 

MechWarrior 3, developed with Zipper 
Interactive, is due for release in the spring 
of this year. 

n i 1 i i i 
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here's little doubt that 
Mechs are sexier than 
tanks. Which is 
presumably just part of 
the reason why there are 
now more Mech games 
on release or planned 
than ever before. There's only one 
officially licensed BattleTech game 
due for release this year and endorsed 
by creators FASA Interactive, 
however, and that's Hasbro 
Interactive's MechWarrior 3. 

THE STORY SO FAR 

Mech heads will know that previous 
^ames in the MechWarrior series were 
published by Activision, who, since 
losing the BattleTech licence, have 
developed their own spin-off that 
involves Gears (essentially smaller 
Mechs). Mech heads will also know 
that it's just not the same. 
Additionally, they will be only too 
familiar with the rich sci-fi universe 
developed by FASA that has spawned 
no less than 38 novels over the past 
15 years, and no doubt revel in the 
fact that MechWarrior 3 represents 
rhe next step in the gargantuan story. 

Set in the year 3058, when the 
Houses of the Inner Sphere have 
banded together to take on the Clans 
with a unified force, the overall 



objective in MechWarrior 3 is to 
defeat all Clan warriors and totally 
eradicate one of the most feared of all 
the Clans - the Smoke Jaguars. 

If you haven't read any of the 
novels, played the table-top games 
or indulged in any aspect of the 
BattleTech universe, then you 
probably don't give two figs about 

^ MechWarrior 3\otiks like 
being more than a match 
for the competition, 
whether you're familiar 
with the BattleTech 
universe or not^ 

the Smoke Jaguars and the Inner 
Sphere, and are just as happy 
stomping about the countryside 
firing laser-guided rockets in a state- 
of-the art 3D environment. To some 
people, however, all this scene-setting 
history shit matters. 

THE STORY NOW 

When we last saw MechWarrior 3 in 
the autumn at ECTS, it was quite fair 
to say that it looked surprisingly ropy. 
The landscapes were relatively flat 
and uninspired, and the couple of 



Mechs on show, although pretty 
detailed, were lolloping about the 
screen at about lOfps. What the hell 
was going on? 

What a difference a few months' 
development makes. Having recently 
seen and played some more up-to- 
date code, we can report that things 
are looking rather better. The Mechs 
are now even more detailed, and jog 
along at a fair old rate, while the 
terrain could have been modelled on 
the Lake District with bits of Milton 
Keynes added for good measure. The 
introduction of a nifty new zoom and 
target device enables you to pick off 
certain bits of your foe, and the ability 
to duck down inside craters and 
behind buildings finally brings some 
credibility to the Mech's existence as a 
legitimate weapon of war. 

THE STORY SOON 

Despite the official licence and FASA's 
blessing, MechWarrior 3 obviously 
faces some stiff competition from the 
likes of Activision's Heavy Gear 2, 
Sierra's eagerly anticipated StarSiege, 
and Slave Zero from Electronic Ans. 
From what we've seen, however, 
MechWarrior 3 looks like being more 
than a match for the competition, 
whether you're familiar with the 
BattleTech universe or not. C5] 
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MW3 is one of the best- 
looking Mech games 
we've seen, thanks to 
I super-detailed 3D 
accelerator graphics, i 





You can give orders to 
computer-controlled 
lancemates and attack 
enemy targets en masse. 



W A variety of different skins are 
' available when it comes to 
multiplayer shenanigans. 





When piloting a Mech, you must keep in mind critical factors such as heat and damage, which must be monitored and managed. 



MICKMANCUSO 

The man at Zipper Interactive steps up to 
the PC ZOUE dictaphone 



PCZ What's the first game you 
completed? 

fvitCK As a player, or as a creator? As a 
player, the first game that I completed was 
probably SSI's Gettysburg on my old C6A 
8088. That led me to wanting to get into 
the game business. A few years later I 
completed my first game creatively as a 
world builder for SSI's Curse Of The Azure 
Bonds. 

PCZ What are you playing at the 

moment? 

MICK RailRoad Tycoon 2. It's really a great 
addition to the RRTseries. I really wish 
they'd kept tunnels, but overall the game is 
a lot of fun. I've just reached the (first?) 
Australia level in the campaign. 
PCZ What's the last game you paid 
money for? 

fVfICK RailRoad Tycoon 2. 

PCZ Have you ever been in a fight, and if 

so what happened? 

MICK Once, when I was in high school. A 
buddy of mine was the target of the local 
bully at an outdoor party. I jumped in to 
defend him - oh, so noble. A friend of the 
bully stepped in to stop me, and the two 
who started the fight ended up sitting back 
and watching me and the other guy go at it 
along with the rest of the crowd. 

That's my one and only fight. He 
chipped some of my teeth, and I put him in 
a neck brace. We became pretty good 
friends after that. 

PCZ Why do you think Mechs are better 
than Gears? 

MICK They're much bigger, more powerful, 
stronger and awe-inspiring. With tongue 
firmly in cheek, which would you be more 
afraid of: a 75-ton Mad Cat striding over the 
hill, crushing trees and blasting away with 
a PPG, or some guy on roller skates 
wearing a tin suit? 



M. Gun 
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After blasting a Mech to bits, you can then salvage the wreck and take it back to base for 
your own use. 



THE JOY OF MECHS 



Why sit in a comfy tank when you can go stomping around the 
battiefieid in an oversized space suit? Here are ten reasons 
why two iegs are better than tracics 

O Mechs undoubtedly look the bollocks; tanks are Just plain boring. It would 
be very hard to pull in a tank. 

O Mechs are well-suited to ta^versing extremely rough terrain. They can step 

over large obstructions, wade through rivers etc 

O Mechs can fire and duck, and use cover more effectively (like combat 

helicopters). 

O Mechs don't get punctures/their tracks dont fall off. 

O Big feet and long legs mean ttiat weight is distributed more effecthrely, so 

Mechs are less likely to get bogged down in mud and sand. 

O You can bolt shitloads of cool weapons on to a Mech. 

O Ttaffic wardens can't reach up to put a ticket on your windscreen. 

O Parking is much less of a problem (you can sh^ddle ottier vehicles). 

O You can dress your Mech in pants and vest when It gets cold in winter. 

O You can climb out of your bedroom window and get sh^ight into your Mech, 

thereby saving precious time when in a hurry or late for work. 
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Some of the characters do indeed look very impressive. 















The town provides sanctuary • 


- at first. 





I know the walls have ears. But eyes? 



There Is an astonishing amount of detail in the graphics. 



DELPHINE SOFTWARE 
INTERNATIONAL 




Skills, Stats and style - a new role for the French In... 

yym_ llillllf CTilMF 

Part of the much larger Delphine Group, Hi ^^^if^^^^^L^^l V^^^^^^^^^lk Hi iH ^^kH 

the successful French development team 

have been adventuring since the early Now that RPGs are back in vogue, everyone's having a go. Even the French. Paul 

.'^..1!^':^. Prestey ventures into a hostile world (no, not Paris) 

Paul Cuisset convinces Delphine's 

president that games are a good idea. ^ ,,. ^ „ ^ , - 
1 1 [ H i] ^ y^lfr^^^^^^^^^^^^B fastest selling game of all time (if the 

Futvre Wars is released on the Atari ST, ^^,^^^4^1^^^^^^^^^^^^^^^ pitch-side advertising hordes at 

Amiga and PC. Cuisset is proved right. DEVELOPER Delphine Software football grounds are to be believed) . 

PUBUSHERtlectronicArts ^ ... ... 

Delphine 'do' Bond in Operation Stealth. WEBSITE www.ea.com niultiplayer orc-bashing is 

It's notable for using the Amiga's buitt-in OUT April ?Z w i ^ tZu-'a !!n nli.h w' Darkstone's Development Manager talks 

o^^^^h ...i^i^K what, ir anything, can Delphine s r » 

me o^r^It^r™^^^^^^^^^ I I I ' II II 1 1 II I I I H entry into the market. Darfatone. at length about his love Of games (and 

LmilLliiiaiili^^M offer that we can't get elsewhere? erm... little else) 

Cnz/sfffor/lCo/psetakesplayersonan ^ , ,, Other than being French, of course. 

. .u ' .u. I 1. J . I O Detailed character statistics and ski s „ , . , KZ What was ilw flrd oaim vmi 

AgathaChnshe-stylewhodunnitmystentJ © Two ct^racter contr,^ method "Darfcstone is an RPG game first, "''Tj^^ 

A much-overiooked game. ^ ^ with action: an RPG action game. S^tS^h , ih h ♦ k o 

■"";;,™7,aVe;D;« _ « J! with adventure elements."Delphine-s ^^'^Z^T 

worldCplatformgames. ^ ^ Now that RPGs development manager, Bertrand rthTbest aan« yoo-ve 

A have once again Gibert, seems eager to cover the "'^ "™ * ™ S^"*® 

The action trend continues with J ^B^B^V swung into the whole gameplay spectrum, even if he V^i^'^ 

Flashback. ^^^^ acceptable does sound as though he's reciting a BERTRAND That's a difficult question! I 

""'^e^ye^^^:::^^' parts of this Monty Python sketch. can't pick just one F-1 8 Interceptor on the 

Fade To Black (PCZ#31 94%). In ttie fashion-led world Darkstonc is the brainchild of Amiga, Elite on the C64, Dungeon Master 

meantime. Delphine have spun off a " ™ ^^^^ gaming, it gaming veteran Paul Cuisset, who on the ST, or Civilization, 

console arm Adeline Software seems everyone is stepping up to have started his career with the ground- PCZ Which was the last game you 

' _■ a go. Baldur's Gate {PCZ #73, 85%) breaking adventure Future Wars and paid money for? 

Moto Racer (PCZ m , 77%) proves entered the charts at number one last then continued to amaze us with each BERTRANII Caesar 3. 

something of a departure. It's a month, Final Fantasy VII (PCZ #66, new release (see CV, left, for details) . PCZ Which game are you playing 

motorbike game. With no adventure ^ 930/0) still hot in everyone's mind "He likes to tell stories and invent right now? 

i (and Final Fantasy VIII is eagerly scenarios, things like that," explains BERTRANU Caesar 3. 

Dark Stone is previewed in PC ZONE 1 awaited) , Diablo II and Ultima IX are Gibert, in town to show off the PCZ Have you ever been in a fight, 

jtjk magazine. fD(//7.'-ff/.; 4 getting ever closer and, over in company's first attempt at a role- and If so, why? 

1 console land, Zelda has become the playing game to the British press. "He BERTRAND . . . [declines to answer) 
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Thankfully It's not all monster, monster, monster. 





also very much 
likes traditional role-playing 
games, as well as games like Diablo 
of course. So he decided to create a 
game which has both RPG and action 
elements - a little bit like Diablo - but 
in a different way, with deeper stories 
bringing adventure elements like 
characters, object management, 
puzzles and stories to the RPG world, 
but not forgetting the action. He put 
them into a real-time 3D engine, with 
the player able to control two 
characters at once." 

FfUNQJUSDIEU 

The almost reverential 
tones in which Gibert 
talks about Cuisset give the 
impression of some sort of god-like 
figure, pacing the halls of Delphine 
Software, bringing game-playing 
'magic' to everything he touches. You 
feel like shaking him by the lapels and 
telling him to calm down. It's only a 
game, for heaven's sake. 

But within the awe-struck praise 
are some telling phrases - namely, the 
overt references to Blizzard's Diablo. 
At first glance, the rwo games look 
very similar - both employ an 
isometric viewpoint; both contain 
detailed animation for the characters; 
both have simplistic one-click 
interfaces and similar styles of 
gameplay and both, naturally, are 
role-playing games in a fantasy world. 



you can zoom 
in really close / ' 
allows you to 
explore your surroundings in much 
greater detail. 

Then there's the two-character 
control system, which gives you a 
sense of being part of a team, rather 
than a lonely hero with only his sword 
and his donkey for company. And 
then of course, there are the stats. 

STATS A-GO GO 

The lifeblood of any good RPG is how 
many pointless numbers it can throw 
at you. At times, Darkstone resembles 
an Excel spreadsheet, with numbers 
attached to just about everj^hing in 



look particularly appealing, and some 
of the screenshots show some very 
interesting-looking scenarios which 
you come across later in the game. 

Whether Delphine will manage to 
avoid the trappings of Darkstone 
ending up as just another Diablo 
clone, or whether it can turn its 
more original elements into 
something more appealing, is another 
question altogether. It'll need to 
punch home the epic storyline in 
much greater detail and the 
characters will need to feel as 
though they're more than just a 
collection of stats. 

Role-playing games are all about 
adopting a character and living out a 
gripping tale. Will they manage it? 
That all depends on how much of a 
god Cuisset really is. C53 



^ [Paul Cuisset] very much likes traditional role-playing 
games. So he decided to create a game which has hoth 
RPG and action elements - a little hit like Oiablo- hut 
in a different way, with deeper stories^ 

BERTRAND GIBERT, DARKSTONE'S DEVELOPMENT MANAGER, EXPLAINS HOW 

THE GAME WAS BORN 



Spending some time with the 
supplied alpha code proved to be 
something of a revelation, though. 
Obviously, there's still a fair bit to be 
completed, but it's only when you sit 
down with it that you begin to 
appreciate just how much is on offer 
and how different to Blizzard's game 
it really is. The ability to position the 
camera anywhere you feel like, for 
instance, gives a much more three- 
dimensional feel to the world, and the 



the game. All the fantasy staples are 
here - strength, dexterity, 
intelligence, bigotry, etc - and all are 
subject to the rigorous "Heroic Deeds 
equals Experience Points equals 
Better Pecs" formula that RPGs 
uniformly rely on. 

As well as stats, characters are 
blessed with a progressive skill 
system that relates to their particular 
profession. Warriors become adept 
at such things as hunting, killing, 




O Or Is H peftiaps 
that the Rogue has 
something entirely 
dodgy between her 
legs? (I think we've 
found It - Ed) 



..iTitTI PREMIER MIIUGER '99 



The pie's the limit with... 

vPREMIER 
MANAGER US 



Sign Shearer, build a new 
stand, tlien raise tiie price 
of liot dogs to pay for 'em. 
"is this reaiiyfootbaii?" 
aslcs Warren Chrismas 



THE DETAILS 



DEVELOPER Uinamic Multimedia 
PUBUSHER Gremlin Interactive 
WEBSITE www.premier-manager.co.uk 
OUT March 



WlUrS THE BIG DEAL? 



O It's Number One in the all-format chart (as we go 

to press, anyway) 
O It's the big-name competitor to CM3 
O It's got a loyal following from the Amiga days 
O It's endorsed by Kevin Keegan (woo!) 



multimedia 



Okay, all together now: "Who the bloody 
hell ara you?" 

Developed and published first version of 
PC fi/ffio/ (originally called Professional 
Football Simulatof) in Spain. 

Developed and published first version of 
PCCalcio\ox Italian market. 

Developed Premier Manager 97/98, 
published by Gremlin, for English market ' 

Developed and published first versions of ! 
PC Clausura and PCApertura for i 
Argentine market. • 

Developed and published PC Basket {tlDe 
world's first baskett)all management 
simulation) in Spain. 



m 



Developed Premier Manager 98/99 
update, published by Gremlin. ^ 



You can change your 
name, your nationality, 
your job, your car, your 
friends, your religion, 
your daily newspaper, 
your partner, even your 
sex, but unless you're a 
complete and utter twat (stand up 
David Mellor) you never, ever change 
allegiance from one football team to 
another. It's the law. 

There is, however, no law or rule 
to suggest that this strange, 
misguided loyalty (and if you've ever 
heard "We're by far the greatest team 
the world has ever seen" sung by 
fans of a Third Division side, 
you'll know all about 
misguided loyalty) should 
extend to football 
management games. 

I mean, just 
because you started 
playing, say. 
Championship 
Manager round a 
mate's house one 
evening four years 
ago (and were still 
playing three days 
later), that doesn't 
mean CM is the 
only football 
management game 
you can ever play for 
the rest of your life. 

And yet, right or 
wrong, something tells us 
that die-hard fans of the 
multimillion-selling 
Championship Manager series aren't 
going to give this, the latest version 
of Premier Manager, a second glance. 
"Why the hell do Gremlin even 
bother?" you might ask. If you're 
incredibly condescending, that is. 

Yes, Championship Manager does 
have a huge following, but Premier 
Manager has a sizeable band of 
devotees itself, thank you very much. 



Indeed, for a time in the early '90s 
Premier Manager (originally on the 
Commodore Amiga) was probably far 
more famous than Championship 
Manager (we say 'probably' because 
no one around here can remember 
past last week). And it's not doing so 
badly right now. As I write, the 
PlayStation version of Premier 
Manager '99 (which admittedly 
doesn't share that much in common 
with the PC version) is sitting pretty 
at the very top of the chart. So there. 



VIVA LE DIFFERENCE? 

Whatever, the important thing to 
note is that Premier Manager offers a 
genuine alternative. You see, where 
Championship Manager 3 (PCZ #73, 
93%) concerns itself purely with 
team management (albeit with a high 
level of realism and complexity). 
Premier Manager '99, like EA'S FA 
Premier League Manager 99 {PCZ 
#70, 72%), enables you to effectively 
run an entire club (or at least any club 
from the top four English divisions). 

Not only are you in charge of 
everything from team and tactics 
selection to player training and 
transfers, but, depending on 
the settings you choose, 
you can 
also take 




responsibility 
for organising 
ground 

improvements, 
negotiating 
television rights, 
and even setting the 
price of tickets, 
merchandising and 
refreshments. But 
it's just not cricket, you might 
be thinking. And, of course, you'd 
be perfectly correct. It's football. 



^Dependingon the settings you choose, you can take 
responsibility for ground improvements, negotiating 
television rights, and even setting the price of tickets, 
merchandising and refreshments^ 
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With an all-new version just weeks 
away, PC ZONE popped over to visit 
developers Dinamic in Madrid to see 
how it's shaping up. The big question 
is: In what way is Premier Manager 
'99 better than CM3? 

Somewhat predictably, lead 
programmer David Galeano wasn't 
short of answers: "The front end is 

^The developers believe 
the new tactics system 
-which enables you to 
allocate defending and 
attacking positions for 
individual players -is 
the best change of all^ 

much better... it's more user 
friendly... you can choose to play the 
game that you want to play, at your 
level... the highlights mode..." 

OOOH. BARRY DAVIES 

Ah, yes, the highlights mode. Now 
there's a rather big difference 
between the two games. While CMS 
has gone back to basics with just text- 
based commentary, the Premier 
Manager series is heading further the 
other way with the option to watch 
Actua Soccer-style highlights, now 
with commentary from Barry Davics. 
And very pretty it is too. 

You can't compete in the games 
(this is no Player Manager clone - 
thank God), but there's an auto- 
highlights mode (which goes back to 
show important incidents after they 
have happened) or, should you wish, 
you can watch all the game in real 
time - if you're very stupid. Or very 
bored. In reality, we imagine that 
most of you will stick with the 
simple, top-down counter display. 

Whatever, while the enhanced 3D 
graphics engine is one improvement 
over the previous version of the 
game, the developers believe the new 
tactics system - which enables you to 
allocate defending and attacking 
positions for individual players - is 
the best change of all. 

And you know what? They could 
be right. A smart Tactical Simulation 
option lets you move the ball around 
freely to see where players will run to 
in any given situation. Initially it all 
seemed a bit confusing to us but, hey, 
it might just work. 

Somewhat disconcertingly, the 
development team cited 
enhancements to the catering side of 
the game as one of the other major 
improvements - not the kind of 
feature to convert Championship 
Manager players, we'd wager. 

Whether there's enough here to 
appease Premier Manager devotees 
remains to be seen. We'll know when 
we review it next month. [23 




IBIuW. " 



Kevin Keegan's radical Euro 2000 strategy - invisible players! 




[ m P I ip 

Despite the fancy highlights option, this is probably how youll watch most of the action. 




You can easily determine defensive and 
attacking positions and test them out. 



You can set up cafes, bars and 
restaurants all around your ground. 




PM99 includes a database of players, 
most with photos. 



Scarborough's audacious bid for Ronaldo 
fails. Again. 



Michael Owen refuses to budge until he's 
paid an extra £20,000 a week. 




DAVID GALEMO 




POZOUl takes the 
stiots, while Premier 
Manager '99 lead 
programmer David 
Galeano stands 
between the posts 



PCZ Wtiat was tlie first game you ever 
played? 

ii A ' Jetfighterll' many years ago. 
PCZ What's the best game you've ever 
played? 

DAVin Quake II. I like multiplayer games. 
[Is he any good at it?] "Yes, I think." 
PCZ What was the last game you paid 
money for? 

DAVID I don't remember. Maybe SimClty. 
(Dinamic is a distribution company as well 
as a developer, so David gets free games.) 
PCZ What games are you playing at the 
moment? 

DAVID SterCra^ and Quake II. 

PCZ Have you ever been In a fight, and If 

so what happened? 

DAVID When I was young. . . and drunk. 

PCZ How much do you know about 

Wigan Athletic? 

W^:^ih Nothing. 



PC FUTBOL 
ANYONE? 



Championship Manager might 
be the big name in footie sims 
here in Blighty, but elsewhere 
it's a different story 

A game called PC Futbol rules the roost 
In Spain. Developed by Madrid-based 
Dinamic Multimedia - the same people 
behind Premier Manager '99- and 
endorsed by ex-Uverpooi and Brighton 
star Michael Robinson (who is now a 
major football pundit in Spain), it sold 
a staggering 400,000 copies last year 
alone. 

Meanwhile, an Italian version, PC 
Calcia, sold 140,00 copies (making it 
the second-biggest selling game In Italy 
last year according to Dinamic), and an 
Argentine edition, PCApertura, shifted 
a further 40,000 copies. Perhaps not 
surprisingly, Germany and France are 
the company's next targets. 




Christ, you wouldn't want to be sitting 
betiind one of those posts, would you? 





LE MANS 24 HOUR 

Bienvenue i la plus grande course automobile d'endurance du 
monde. Derrler la roule: RicMe Shoemaker 



THE DETAILS 



DEVELOPER Eutechnyx 
PUBUSHER Infogrames 
WEBSITE www.infogrames.co.uk 
our May 



WmrS THE BIG DEAL? 



O The official AGO licence 

O Accurate teams and cars 

O Transitional day and niglit driving including a full 

range of weattier effects 
O Noel Edmonds won't t)e in it - we fiope 

There's nothing more 
entertaining than watching 
someone fail, more so when 
that person happens to be the 
most hated man in England. 
New Year's Day 1998 was memorable 
for two reasons: the first was my brain 
trying to pick-axe its way through my 
skull thanks to the obligatory drinking 
session the night before, and the other 
- during a bit of channel-surfing, you 
understand - was finding Noel 
Edmonds trying to emulate Steve 
McQueen in the Le Mans 24 Hour race. 
As I watched I fell asleep within five 
minutes. It was wonderful. 



Fortunately, developers Eutechnyx 
have opted to omit Team Noel from 
their simulation of the world's most 
gruelling motor race, and have 
instead sought out the official licence. 
On their side are French publishers 
Infogrames, and come May, when the 
small town of Le Mans begins its 
annual population increase, the rest 
of us will be able to recreate the 
whole spectacle in the comfort of 
our own homes. That's how the 
theory goes,anyway. 

However, there are two main 
problems with simulating such an 
event on the PC. One is that with only 
one track, Le Mans 24 Hour could 



Eutechnyx have gone for the 
obvious solution: they've 
invented four extra tracks 
and split the game into 
traditional arcade and 
simulation modes. 

If you really want to, 
you can actually do the full 24 
heures, spending day and night 
encased in leathers, kept alive with 
whatever stimulant does it for you. 
Alternatively, you can pull into the 
pits and save the game, have a kip 
and then join the race later on. As 
well as this, you can also take part in a 
fictitious championship where points 
mean a lucrative contract from 




^You can pull Into the pits and save the game, have a 
kip and then join the race later on^ 



well turn out to be exceedingly dull. 
The other is that the challenge of Le 
Mans is to stay awake for a full day 
while in charge of a speeding car 
without killing yourself or the 
spectators who camp by the track. 
To overcome these problems, 



another team the following season. 
There was talk of including an option 
whereby, nearing the end of the race, 
you experienced the simulated effects 
of sleep depravation, but it was 
decided that most gamers are cursed 
with that particular affliction on a 



permanent 
basis anyway. 
Having played an early version of 
the game as well as TOCA 2, I have to 
confess to preferring Le Mam. This 
could be down to the fact that I'm not 
a hard-core driving nut, and that Le 
Mans is a far easier game to get into - 
it was easy to take the chequered flag, 
although that was more likely due to 
the AI being incomplete rather than to 
my flair at the wheel. There are 
already some impressive details in 
place: the weather effects are one 
thing, but watching the sun rise near 
the end of a time-compressed race, 
my body clock forgot that it was 
actually early evening in real life and 
1 found it difficult to stifle a yawn. 
The developers may have been 
worried that I found Le Mans boring, 
but from what I've seen so far they've 
got nothing to worry about. 
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Sixteenth century Japan was one of the most brutal periods In human history, but also one 
of the most cultured and artistic. SAogjio aims to retain maximum historical accuracy. 





You can opt to either play the whole campaign, focus on the turn-based strategy game, 
or just concentrate wholly on 30 real-Ume combat 



SHOfiUN: TOTAL WAR 



THE DETAILS 



DEVELOPER Dreamtime Interactive/Creative Assembly 
PUBUSHER Electronic Arts 
WEBSITE www.TotalWar.com 
OUT May 



WlUrS THE BIG DEAL? 



O It's a blend of turn-based strategic campaigning 

and real-time combat in 3D 
O Control huge persistent' armies of up to 5000 

units at any one time 
O Each unit sports their own 'intelligent' genetic Al 
Q Completely scaieable 30 technology 

Set in sixteenth century 
Japan, Shogim: Total War, 
from Aussie-based 
developers Creative 
Assembly, looks set to 
bring a nevy^ slant to the already 
overcrowded real-time strategy genre. 

In a game that draws on a 
tumultuous period in Japanese 
history that is as rich in bloodshed as 
it is in culture, you assume the role of 
a Daimyo (feudal lord) who is 
battling for supremacy with rival 
factions, with the ultimate aim of 
becoming Shogun, the military 



No sex, no drugs, no wine, no women, no fun, no sin, 
no you. No wonder it's dark. Jeremy Wells is stili 
ioolcing forward to turning Japanese 



dictator of Japan. Combining turn- 
based strategic campaigning with 
real-time tactical combat, Shogun 
could well be the game that bridges 
the gap between Civilization {PCZ 
#32, 80%) and Command & Conquer 
(PCZ #28, 95%), and one fans of both 
of those two crave to experience - 
hence the sub-moniker Total War. 

As every clued-up dictator will 
testify, resource management is the 



also figure highly on the agenda, 
and you must send out emissaries to 
negotiate treaties with neighbours, 
and spies to infiltrate and assasinate 
rival factions. Once the political 
manoeuvring and double-dealing has 
come to a stalemate, however, there's 
little alternative but to kick some 
Samurai arse, and this is when the 
game turns into a Myth-style 3D real- 
time combat-fest. A look at the 



^Tlie 'genetic kV ioolcs set to banisli sucli problems as 
units passively ignoring nearby events, taking 
unnatural routes and arguing' with the player^ 



key to successful expansion, and you 
must collect taxes from your 
provinces, research new troop types, 
organise your armies and defend your 
territory by building forts and vast 
stone palaces in order to progress. As 
well as resource management, politics 



screenshots on this page confirms that 
Shogun inevitably scores highly in the 
visual stakes. But it's what goes on 
underneath that really sets it apart 
from other RTS games. 

Because the number of units under 
your control is so vast (armies of up to 




5000 troops are not uncommon), it's 
vitally important that the AI routines 
that control each unit's behaviour can 
be relied upon. As a result, the 
programmers have developed what 
they term 'genetic AI', which looks 
set to banish such problems as units 
passively ignoring nearby events, 
taking unnatural routes and 'arguing' 
with the player. Furthermore, each 
and every unit has its own 'persistent' 
attributes, honour and experience. 

We've yet to see Shogun in action, 
but from what we've seen so far it's 
pretty clear that it's shaping up to be 
very special indeed. If the developers 
can keep things moving at a decent 
frame rate and the AI really is as 
capable as Creative say, we could be 
in for a treat come the spring. C3 
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FlY! 



X 





Detailed sectional maps are used to 
provide an aid to navigation. 



Eacli cockpit is faithful to the original 
aircraft, and numerous views are on offer. 




Terrain is mapped using 
satellite elevation data 
and imagery up to a 
scale of five metres. 



I Every light, sign and taxi- 
f way is accurate thanks to 
real-world airport databases. 



The level of ground detail in f/y/ promises 
to be high. Take a look at the twin towers 
of the Tk^ade Centre in New York. 



A civil aviation fliglit sim! Tliat 
covers the world! In glorious detail! 
Paul Presley takes an early look! 



Every switch, button and dial is interactive., 




THEOnULS 



DEVELOPER Terminal Reality Inc 
PUBUSHER lake 2 
WEBSITE www.iflytrl.com 
0UT15April 



WHAT'S THE BIG DEAL? 



O Glot)al scenery based on highly accurate satellite 
data 

O Authentic GPS navigation and radio systems 

O Detailed flight planning 

O User-friendly multiplayer options 

Sitting in front of a PC, 
having spent the last few 
hours experimenting with 
an early 'build' of the 
latest assault on the tricky 
civil flight sim genre, one 
is suddenly struck by just 
how much a game can say about its 
developers. 

Fly! screams freshness right from 
the start. With every screen, you're 
given the impression that Terminal 
Reality Inc are serious about this one. 
You get a mental picture of the staff 
arriving at work literally jumping 
with excitement, wide-eyed and 
grinning from car to ear. (The truth 
may well be different; for all I know 




TRI might be the most soul-destroying 
company in the world. But Fly! 
doesn't give that impression.) 

The best way to describe Fly! is to 
say think of the better elements of 
Flight Sim 98 {PCZ #55, 94%) 
combined with the graphical quality 
oi Flight Unlimited II {PCZ #60, 84%). 
Fly! gives you the whole world to play 
with, using terrain elevation data 
taken from US global satellite models. 
Different resolutions are used for 
different areas - 25 square metres 
being the most common, but 
increasing up to five square meters 
for really complex areas. In layman's 
terms, it looks stunning. 

But where Fly! promises to shine 
most is in the attention paid to small 
details. The present build doesn't 
feature any weather effects, for 
instance, but the documentation 



provided promises the ability to 
download real-world METAR 
weather data and load it straight into 
your flight. If you're permanently 
Net-connected, the weather in the 
game will constantly match that in 
real life. 

With navigation. Fly! promises 
totally authentic GPS functionality, 
accurately simulating the Bendix/ 
King KLN89 GPS radio (if that means 
anything to you), as well as providing 
a host of aeronautical charts to map 
your progress. There's also a very 

you're permanently 
Net-connected, the 
weather in the game 
will constantly match 
that in real life^ 

smart feature that enables you to use 
the mouse to highlight any piece of 
scenery mid-flight, and call up 
information such as name, height, 
distance and any radio or navigation 
frequencies it contains. 

There's plenty more. You can 
adjust aspects such as the weight and 



seating position of any passengers on 
board (it affects the plane's centre 
of gravity, you see), set up 
multiplayer flights using TRI's online 
'community centre', engage in full 
ATC with towers and pilots, take 
advantage of a suite of onboard flight- 
planning options, and even turn on 
the no smoking lights in the cabin 
(no, I honestly am not joking). 

For nearly three solid hours I was 
experimenting with the supplied 
code, and for nearly three solid hours 
I found myself saying things like: 
"Christ! You can do that7V\ "My god, 
they've even modelled thatT and so 
on. Fly! exists in the details, and it's 
here that it shows just how much 
thought TRI are putting into it. 

Fly! has the potential to be the 
premier civil flight sim. Whether it 
can dislodge the sheer immensity that 
is Microsoft Flight Sim 98 (PCZ #55, 
94%) - mainly because of the wealth 
of add-ons that are available and the 
amount of time it's had to build a 
loyal audience - is another question. 
There's no doubting the potential 
quality that's on offer here though. 
Hopefully Terminal Reality Inc can 
pull it off. Ea 
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Four gruelling years of war in terrifying weather 
conditions. There are no rules, you are the frontline 
Commander. Take your troops from Moscow's Red 
Square to the fall of Berlin. 

Choose from rocket artillery, off-map artillery, flame- 
throwers and 780 different vehicles. With over 300 
squad types and 60 different kinds of soldier. 
You have everything you need to succeed - are you up 
to the challenge? 

The battlefields are true but the outcome is unwritten. 



Will history repeat Itself? 

Experience 
Close Combat III: The Russian 



Fast forward your PC. 



CS..0 Sii^lllCMBAT 

THE msm nm 



Microsoft 



Visitwww.microsoft.com/uk/gameszone/ 



Available from these leading National Retailers: 

Electronic Boutique. Game, HMV. John Lewis Partnership, PCWorld, 

Staples. Tempo and Virgin. 



where do you want to go today?. 

Microsoft and Where do you want to go today? are 
registered trademarks of Microsoft Corporation 
in the US and/or other countries. 




THE DETAILS 



DEVELOPER Bungie 
PUBUSHER Bungie 

WEBSITE www.bungie.com 
OUT Late 1999 



WHArSTHEBIGDEM.? 



O It's a sort of Manga blend of Quake ar\6 Tomb 

Raider. And Tekken 
O Tlie graphics are fantastic, as is ttie level design 
O Violence! Kicks and puncfies as well as guns! 
O Very fast, very manoeuvrable. . . very promising 

Let's see... Tekken, Tomb Raider, 
Japanese anime flicks... Hey! 
Those are three of our 
favourite things. So forgive 
us for getting a bit nerdy and 
excited about Oni, a game which 
promises to take the very best 
elements of all three and mix them 
together in a big gameplay bowl. If 
Oni lives up to our expectations, we'll 
want to kiss it all over when it finally 
arrives in the dying moments of this 
year. We'll even lick out the inside of 
the packaging. Right up to the 
corners. Like perverts. 

As with Tomb Raider, you get to 



play a woman, in this case an athletic 
slip of a thing named Konoko. She's 
got purple hair, just like Mrs 
Slocombe in Are You Being Served, but 
the similarity ends there. Instead of 
hanging around a dreary department 
store in the 1970s spouting 
pornographic innuendo about the 
state of her pussy, Konoko works for 
something called the TCTF - full title: 
the Techno Crimes Task Force. At 
which point we'll pause to enable you 



the same way as first-person shoot 
'em ups like Quake, meaning that 
Konoko can strafe from side to side, 
duck and jump about. She can also 
slide along the floor, which is a bit of 
a new one. 

Architecture: well, they've done 
something rather clever here - they 
actually went out and hired some 
proper architects to help with the 
level design. The result is a series of 
elegantly designed interiors, 



Oni\ms up to our expectations, we'll want to kiss it 
all over when it arrives in the dying moments of this 
year. We'll even lick out the inside of the packaging^ 



to crack lots of jokes about 2 
Unlimited being rounded up and shot. 
Ho ho ho. 

Done? Good. Since the bulk of the 
gameplay consists of Konoko running 
around, exploring the architecture 
and beating the piss out of people, 
let's examine those three points in 
turn, starting with the running 
around bit. 

Movement is controlled in much 



imposing buildings and realistic 
layout. All you need is a Feng Shui 
consultant to place the furniture and 
you've got the ideal environment for a 
combat-trousered Internet consultant 
from Islington to rent for ten million 
pounds a week, eating wood-fired 
poached salmon pizza while homeless 
children suck streaks of birdshit from 
the outdoor metal stairwell to 



Beating the piss 
out of people: this 
is the best bit. In addition 
to all those fancy moves we 
mentioned earlier, Konoko has a 
full complement of Tekken-svy\e 
combat moves: lightning-fast 
punches and kicks, and of course 
those 'special moves' - acrobatic 
displays of ludicrous violence. 
Not that guns don't get a look in. 
Machine-guns, rocket launchers, 
you name it - the gang's all here. 

Visually the game is crisp, clear, 
and confidently designed. And that 
anime influence doesn't just extend to 
the look of the characters themselves. 
As in the movies, bedazzling effects 
accompany every second of combat - 
motion blur, slow-motion replays and 
great big sploshes of claret are the 
order of the day. 

And now we've gone and run out 
of space. Doh! There's a lot to look 
forward to in Oni. A lot. We're 
keeping a beady one on this. Look for 
a longer, more ravishing feature when 
there's more of a game for us to play 
around with. G3 
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YOU ARE 
OMNIPOTENT. 
NATURE IS 
YOUR ULTIMATE 
WEAPON. 

NEVER BEFORE HAS A 
COMMANDER WIELDED SUCH POWER. 
YOU HAVE THE POWER TO SEND A 
TORNADO UPON THE ENEMY, TO 
CAUSE A METEOR SHOWER, EVEN 
TO BRING THE DEAD BACK TO LIFE. 

USE MAGIC TO COMMAND THE 
FORCES OF NATURE. DIPLOMACY TO 
LEAD YOUR ARMY OF MYTHOLOGICAL 
BEASTS. AND STRATEGIC THINKING 

TO DEFEAT YOUR FOES. 
COMBINE THESE ELEMENTS AND 
YOU WILL TRULY BECOME A 
LEGEND IN BATTLE. 



W>BA 



1 




.ri Gaming B'KZ 

ZONE » 

PLAYITFREE0NZ0NE.COM ^^^J 




Insert coin(s). Hit 1 or 2 
player start. Power up. 
Game over. Enter your 
initials. Congratulations. 
You are obsessed 

O WORDS Charlie Brooker 






»rve been electrocuted. 
I had my hair standing on 
end once from trying to fix 
an old monitor. They're 
dangerous! You can 
seriously kill yourself if 
you're not careful^ 

CHRIS JACKSON 




»11 ARCADE 
AFICIONADO 



Chris Jackson 



AGE 30 

LOCATION Eggboroijgh, near Pontefract 
OCCUPAnON Printer 



OBSESSION Repairing and collecting coin-ops. . 
then selling them at obscenely low prices 

CONOmON BEGAN Late 70s, the day he saw 

Spcicc Invaders 



CONOmON HISTORY His hobby has rapidly 
swollen out of all proportion. Cun-ently has about 
45 machines in his collection 

OUTLOOK If Chris isn't doing something related to 
arcade machines on a full-time basis within the next 
couple of years, we'll gobble our hats like gigantic 
felt biscuits 



rnnSTERS from WROUUO IHElmV. 
r.ES HIS TftLEMlS OU iHt Sfc c 
; THE CURREMT BOy.-QFRCt 
PR OF SUCH MOVIES qt-.s^:^ 
' RRCON F15T W WLll \ 
V/INNINC SUDDt»l VIO 



Tlir. r. .1 i»>vr sloi y. I lu* 
liilc (A it iKissioiKili' 
ahair bclwcfii man 
and inai liiiK'. liiii 
don'l worry, nohody 
lias sex with a 
dishwasher or 
anything. IJelore we move on lo 
speeilies, lei's sel the scene a liltle. 
I.el's iriekle l)ael<ward ihrouxli ihe 
velvet orilice t)l lime, slidinj^ 
slraijihl |)asl Ihe decade jiisl };«)ne, 
wilh ils Inleriiel anti its liSI. and 
its Denise Van Oiilen and all, and 
lei's land wilh a sphtsh hack in I he 
early '8()s, j;aininj;'s pioneer years. 

Here's a phrase which used lo 
crop up all Ihe lime in adverts for 
j^ames at the time: amitU' iH'rfcct. 
You don't see that around much 
any more. But in the early 
'8()s, it was 
everywhere. 
Airuiie iH'i'Ject. 

It was a lie, oi 
course. I'.specially 
when it appeared on 




adverts lor Spectrum j;ames. 
Spectrum };anu's looked like 
animated pajjes Ironi Ceelax, 
whereas arcade >;ames were 
tinl}c!u'val)ly }<ood! Unlike today, 
in the '80s no home r<'lease coidd 
match the arcade hlockhuslers. 

rhey had lar superior j^raphics. 
I hey had shuddering ^i vixl 
speakers pumpiii}^ out scatter^un 
melodies and loop da loo|) sound 
effects. They had />/ o/n r /ovs/iV/^s 
aiul \ni^v, chimky hultons you 
could hanj; with your fist, t here 
were none of the hassles of home 
play: you didn't have to wail for 
them lo load; you didn't have tu 
switch them off alter two hours so 
your little brother coultl watch 
Timothy (:iay|)ole flirt 
oulraxt'ously wilh Harold Meaker 
in l<vnta}^lufsl. Arcade j^ames 
were heller all round. I hey had 
.1 c( liain sophisticalion, an. 

inn. Ik' supremacy, 
dl of their 



I he downside was that thcy;^- 
^u/./led coins like a slarvinji^olf 
};oinx ihrouxh a sack of cat limhs. 
I he dream of the teeiuij;e 
j;amesplaycr, as he (and it was 
invariably a he) hammered at the 
bin tons of /WicA- And l icUl in 
j^reasy-facetl astonishment, was 
lo have a machine all of his own: 
Ihe full cabinel. at home, in his 
bedroom. You could wake up at 
midnijiht and play Super Sprintl 
When you ran out of coins you 
could open it up... and take them 
all out a^ain! Or if you set the 
ihinj; to free play' mode you - 
jjasp - woiddn't even need coins! 
The decatlence! 

Like most adolescent dreams, it 
wasn't ever j;oinx to happen, of 
course. Not oidy did those 
Ihrilliii};, j;audy machines cost an 
absolute lortime, but there was 
also no way you could've talked 
mum and dad into leitinj; you 
keep one in the house. So no j^o. 
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i OBSESSED ClIN-OPS 




ZAPPIN' ALL OVER THE WEB 



TWO feet in the past, one eye on ttic future. 



^ blowing themselves up or getting 
electrocuted trying to fix an old 
arcade machine. I've been 
electrocuted. I had my hair standing 
on end once when I was trying to fix 
an old monitor. They're dangerous! 
You can seriously kill yourself if 
you're not careful." 

It's five years since Chris bought 
his first machine. Now he just can't 
stop himself from buying defunct 
systems and doing them up. He's 
become a self-taught arcade 
resurrection man, addicted to raising 
the digital dead. 

"Bringing old ones back to life - 
that's what gives me the biggest 
buzz," he concurs. 

And, of course, the ones that 
stay dead drive him crazy. Chris 
can't bear the thought of a dud 
cabinet. When told of a recent 
discussion we'd held with a man 
from a well-known coin-op 
manufacturer, who, when asked ^ 
what became of his company's old 



As befits a global network of all things spoddery, the Web is teaWng with information about old 
arcade games. Everything from old arcade flyer art, to diagrams of dipswitch settings, to legally 
dubious emulator ROMS are out there online. Here are some of the finest examples... 

ARCADE WAREHOUSE 

http://homepages.which.net/''Chris.jackson2/ 
Chris's sfta At ttie time of writing, many bargains luric within, Including 
the Grand Theft Autihesque ARB (£200), RoadMasters (£1 30) and 
Martle Madness 

DCC LTD. 

http://freespace.vlrgin.net/andrew.balcer3/games.htnil 
Another UK dealer, this time offering PCB boards (the guts of the game 
Itself) at knock-down prices. You still need a hill system to play them on, 
mind. Current bargains include pugilistic legend Double Dragon ai £40. 

BLAST FROM THE PAST 

www.nanonano.demon.co.uk/arcade/ 
Useful resource geared towards would-be collectors In the UK. 

SWALLOW AMUSEMENT MACHINES 

vmw.coin.demon.co.uk/niachines.htni 
UK arcade with surplus machines for sala 

DAVE'S CLASSICS 

¥n¥W.davesclassics.com 
If you haven't visited Dave's Classics 
yet, where have you been? It's the 
finest site for emulator news on the 
Internet. Until recently it also held a 
whopping great collection of arcade 
game ROMS for use with emulators 

such as MAME. What that means In English is this: you could download 
old arcade games and play them, In frv/y arcade-perfect fashion, on 
your PC. Then the Interactive Digital Software Association stepped In to 
spoil the party, making Dave remove all the game code. 




Pole Position: one of many fondly remembered games 
tliat graced the Atari. 




COM 



Dave's Classics: arcade lieaven. 



O From the days long 
before terms like '3D 
acceleration' and 'hl-res 
graphics' became part of 
the gamer's lexicon. 




C.L.E.A.R. - THE CAMPAIGN TO LEAVE 
EMULATION ALONE 

http://dialspace.dial.pipex.com/town/estate/dh69/clear/ 
Does exactly what It says on the tin: Internet arcade fans lobby the ISDA. 

COINORORG 

http://coinop.org/ 
Massive database of background 
information on Just about every arcade 
game you could imagin& 



VIDEOTOPIA 

¥n¥W.vjdeotopia.com 
Information about a travelling exhibit In 
tiie US. Good capsule descriptions of 
classic games, with pichires. 




Dragon's Lair It talcing pride 
of place in Chris's Idtchen. 



VIDEO ARCADE PRESERVATION SOCIETY 

W¥fw.vaps.org/ 

Another retiti arcade site, featuring ttie self-explanatory Killer List 
Of Videogames. 



Welcome to the world of eJayl 



Kids want different 
things these days 




The Next Generation of PC Music Software! 

Call 0800 0561799, quoting PCZ99 
for a free CD-ROM! 



Or visit our web site: http://www.fasttrak.co.uk 




' machines, blithely replied "scrap", 
Chris let out an involuntary whimper. 
You get the feeling that he'd do 
anything to keep these things alive. As 
if they were kittens or puppies. And 
the older the game, the more 
affectionate he becomes. 

"All these Mortal Kombats and 
everything. I've bought the machines, 
but I don't like them as much as the 
older games," he admits. "The newer 
ones all seem to be either fighting or 
driving; look at the older games and 
there's some fantastic ideas there. 



Like Mr Do!, for instance. It's so 
simple, just this little man going 
round with all these monsters chasing 
him, but it's a very good, very well- 
thought out game. These days it 
seems to be all about ripping people's 
arms off and battering them over the 
head with 'em." 

PLAY AWAY 

Right now Chris has 15 arcade games 
in his own garage, and a further 20 
occupying his father's. He used to 
have machines all over the house, but 
they took up too much room. "Now 
I've just got a Dragon's Lair II in the 
kitchen. I used to have a Star Wars 
cockpit in the dining room." 

And his machines don't just sit 
there. Chris advertises them for sale 
on a website - the response to which 
took him by surprise. 

"I can't believe I set it up just six 
months ago," he says. "I mean, I used 
to do this just for myself, just 
experimenting in the garage. I used to 
buy a few broken games and do them 
up, and now it's escalated completely 
out of control." 



O Hang Oir. operational again 
after receiving the Chris 
Jackson treatment. 

Being included in 
a feature on coin- 
op collection in 
the January '99 
issue of Arcade 
magazine didn't 
hurt either. In fact, 
he's having difficulty 
keeping up with some 
of the demands. 
"I've had enquiries from all over 
the place," he reveals. "From the 
States, from New Zealand... The head 
of imports in Lithuania wanted me to 
send a load of machines over there, 
and I had to explain to him that I'm 
not a company or anything." 

Chris is also getting enquiries from 
the games industry itself: GT 
Interactive want some machines for 
their foyer, and a member of the Colin 
McRae Rally team was a customer the 
day before we spoke. Interest is 
swelling, yet Chris only deals with 
coin-ops in his spare time. The rest of 
the week he works for a printing 
company, pressing glossy magazines 
like Top Gear and Vogue. Has he ever 
considered jacking that in to work 
with games full time? 

"That would be a dream come true. 
I've always wanted to work with 
games. If I was made redundant, with 
the contacts I've got I could probably 
make enough to get by for a while." 

'Enough to get by.' Yes. This is the 
problem - and part of the reason for 
Chris' success: his prices are 
incredibly low. As the collector scene 
grows, specialist traders are 
beginning to ask serious money for 
working cabinets, some charging 
more than double Chris's prices. 

"Yeah. I find it hard though. I'm 
not a very good businessman. I don't 
like charging people more than I 
think something's worth. I like to be 
nice to everybody. If I could give them 
away, I would. I know it's crazy, but 
that's how I am. Especially with 
people who don't have much money, 
like students. They come to me and 
say: 'Oh I'd love one of these 
machines. Is there any chance I could 
pay you, like, 20 quid a month? And I 
think, yeah, why not? If I possibly 
can, I'll do it for them." 

Profiteering is out. And something 
else Chris isn't interested in is 



hoarding. He wants the machines out 
there, being played by attentive 
owners. He speaks with dismay of 
dealers who cruise around old seaside 
arcades buying up old machines, 
caching them in warehouses for as 
long as possible. It just bumps the 
prices up. On the other hand, he can't 
comprehend why the original 
manufacturers don't produce replicas 
of the most popular machines. 

"I don't understand it. I mean, if 
someone went to Williams, bought 
the rights to Defender and made 1000 
cabinets, they'd sell them all. 
Everyone wants Defender." 

Now there's a potential money- 
maker if ever there was one. C9 



"Don't worry, this won't hurt a bit." 
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Chris's site: bargains lurfc within. 



HEY! YOU! 
YES, YOU! 

Are you sitting on a pile? 

Got an old Star Wars cabinet? 
Know someone wtio has? How 
about Pole Positiort? Or "fron? Or 
Konami's recent GTI Club? These 
are all machines Chris is crying 
out for. If you can get your hands 
on one - or If you're Interested in 
buying a machine from him - gh/e 
him a beli on 01977 662276, or visit 
his homepage at http://homepages. 
which.net/~chris.jackson2/. 



F<1> HI-SCORE SC0RE<2> 
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3 CREDIT eS 

Space Invaders: those were the days... 
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AcllVisioN 



Release Date: 26th March 
Price: £29.99 




• Fast-paced, 3D arcade game 
featuring the off-the-wall 
humour of Pinky & the Brain 

• One to Four Players 

• Tournament Play available 

• LAN and Internet Multiplayer 
options 

• 20 pre-designed mazes and count- 
less others available through 
random maze generation 

• Build your own mazes with the 
included maze generator 

• 3 Types play: percentage of 
territory, timed play, tag/ 
keep-away 

• Spectacular lights and sounds 

• Compatible with Gravis-type 
Joypad, or Keyboard/Mouse 




www.southpeak.com 




IN zmb THE WORLD ENDED. IN nm WE 
EMERGED TO BUILD A NEW WORLD. 
WE KNEW IT WAS GOING TO BE TOUGH 
THERE. WHAT WE DIDN'T KNOW WAS 
THAT THE WAR AGAINST NEXUS WAS 
ABOUT TO BEGIN. 

WARZONE: 2im TAKES REAL-TIME 
STRATEGY TO AN EXCITIMG 
NEW DIMENSION. 

- AMAZING ,3D TERRAIN 

- FAST-ACTION COMBAT 

- IN-DEPTH STRATEGY 



INTERACTIVE 

www.eidosinteractive.co.uk ^ 



KWi WHArS HOT WOLVERIUMFTON 



HARbM 

O WORDS/PHOTOS Craig Vaughan LOCATION Wolverhampton 




In which PC ZOiVf collars 
a few gamers to find out 
which games are eating 
Into their leisure time 




DAVID BATEMAN 

28, shop assistant 
What's on your hard drive? 

'Tm playing Tomb Raider III an6 
Rainbow Six. I just love creeping 
around and killing terrorists." 
Hmm... you do look a bit 
sinister. 

"Sorry, I can't smile because I've 
got missing teeth. Anyway, I'm a 
bit glum because I've just found 
what looks like a piece of a 
Barney jigsaw inside my PC and 
it's knackered my hard drive." 



TRACEY 
SALSBURY 

29. public relations 
What's on your hard drhre? 

"Adverts for Virgin's stable of 
latest games: Viva Football, Silver, 
Death Karts and Resident Evil 2." 
So why should we buy them? 
'*Viva makes a change from FIFA, 
and Resident Evil 2 is full of extra 
gory bits." 

Is It true that you PR types will 
do anything to push a game? 

"I wouldn't strip." 



DAVID CLARKE 

17, student 

What's on your hard drive? 

"Nothing. I have to use my dad's 
PC. I prefer my Nintendo - all the 
fun with none of the set-up and 
compatibility hassles. I've played 
Blade Runner an6 thought it was 
wonderfully engaging, but I'm 
just returning Starship Creator- 
it's a rancid smelly thing of no 
merit at all." 

Have you ever damaged your 
dad's computer? 

"Yeah, but I always blame my 
brother." 



MATTHEW 



17. fitness instructor 
What's on your hard drive? 

" Championship Manager 97/98, 
Command & Conquer an(\ Red 
Alertr 

Loads of strategy. So what's on 
the menu today? 

"I'm looking for Aftermath, to 
update Command & Conquer" 
It's all brain food, then? 

"Yeah, I guess so. They say a 
healthy body leads to a healthy 
mind. Talking of which, I couldn't 
interest you in a free trial at a 
local gym, could I?" 



DANIEL PLANT 

15. student 

What's on your hard drive? 

" Championship Manager 97/98, 
FIFA %an6 Grand Theft Auto." 
Blimey, you're a bit behind the 
times. 

"Yeah. I like to be thorough with 
my games and finish them 
without cheating, which means 
I've always got loads of wonderful 
games to catch up on. It's cheap 
being behind too, because I get 
to buy great games when they 
go on budget." 




f 



1 




JOHN BIRCH 

44, quality controller 
What's on your hard drive? 

"Not the driver for this." (Points 
out a leading joystick he 's 
returning) 
ProMems? 

"Why don't they put the driver in 
the box? I've bought the joystick, 
so they might have guessed that I 
was gonna use it. I rang technical 
support - it was an answerphone 
directing me to the Internet, 
which I don't have access to. 
There's just no communication. 
Anyway, I can't stop and talk. . . " 



STEVE PURCELL 

44, HGV driver 

What's on your hard drive? 

"Versions of Quake an6 Doom, 
Half -Life, S/7Vand Unreal. But 
don't talk to me about SiN. If I 
could get hold of the idiot who 
programmed it I'd strangle him." 
I suppose It's the speedy 
loading and faultless gameplay 
that's upset you? 
"Yeah, right. Even with the patch 
it's still not quite right. Mind you 
I've got a TV card installed, which 
is the only excuse Windoze needs 
to crash." 



LES WEBSTER 

33, driving instructor 
What's on your hard drive? 

"Sorry, I haven't got a computer, 
I'm too busy with cars and 
football." 

A boy with different toys? 

"Yeah, computers are so old hat. 
Why would you wanna use a PC 
to simulate driving a Ferrari 
Diablo when you can do the 
real thing?" 

But Isn't that your Mini 
outside? 

"Nah, it's a mate's." 



ANTHEACRANE 

20, student 

What's on your hard drive? 

"I've no idea. It's a P-something 
with lots of Gigs and 3D stuff. I'm 
not really into all the jargon." 
If you hadn't mentioned It, we 
wouldn't have noticed. So what 
brings you to Woh/es? 
"I'm a student, from Shrewsbury. 
Can I recommend some 
•happening' places?" 
Shoot 

"The Park Lane and Yorkshire 
House clubs - I'll see you there." 



JOHNASHCROFT 

15. student 

What's on your hard drive? 

''Blade Runner, FIFA 99, 
Carmageddonllan6 Gangsters." 
Isn't Carmageddon //an 18 
certificate? 

"Oh, best not mention that, then. 
I think censorship is wrong 
anyway. It's only a harmless 
game; it's not as if I'm gonna go 
out now and run someone over." 
You're too young to drivel 
"Right. I knew there was a 
reason." 
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Don't spend a single penny until you've checked out the 70/KF reviews first 



WHERE TO CALL 

Having trouble finding any 
of the games listed inttie 
reviews section of the 
magazine? Here are the 
numbers you need to call 

ActivlsionU1895 456 7000 
Blue Byte 01604 232200 
BMG Interactive 01 71 9730011 
Core Design 01332 297797 
Cryo 01926 315559 
Crystal Dynamics/Ubl Soft 
0181 944 9000 

Eidos Interactive 0181 636 3000 
Electronic Arts 01 753 549442 
Empire Interactive 0181 343 7337 
Funsoftoi;'.^^ 292513 
Gremlin Interactive 0114 273 8601 
GT Interactive 01 71 258 3791 
Infogrames0161 827 8000 
Interactive Magic 01 344 409399 
UveMedia()1865 247714 
MIcroProsc 01454 893893 
Microsoft 1 1345 002000 
Mindscape 01444 246333 
NovaLoglc0171 405 1777 
Ocean 0161 832 6633 
Sierra 01 18 9209100 
Sold Out 01 71 721 8767 
Take 2 interactive 01 753 854444 
Telstar01932 22232 
Virgin 01 71 368 2255 
ZABLAC 01626 332233 



REVIEWS YOU CAN TRUST 

We at ZONE pride ourselves on telling you exactly what we thinlc. 
Our writers are the most experienced and talented reviewers in the 
business. They're all experts in their chosen 
genre and they won't pull any punches - if 
a game's not worth buying, we'll tell you 
why. But we don't leave it there. We 
also want to know what you think of 
the games that come out, which is 
why we've got our Feedback section 
on page 100. This is where you get the 
opportunity to get your point of view into 
PC ZONE. If you've got a comment to make, 
then we want to hear It. 

DON'T BELIEVE THE JARGON 

The standard spec machine these days is a P166 with 32Mb of memory 
- but before buying any game you need to make sure it will work on 
your system. Because the technical specs on packaging can sometimes 
be a little optimistic to say the least, make sure you check out the 
'We say' bit in our tech specs box at the start of reviews. This is where 
we report on what we think the minimum tech specs should be. If a 
game runs like a tortoise on the machine listed by the publishers, then 
we'll tell you. All the games reviewed are tested on the minimum-spec 
PC as quoted on the packaging. 





Here at ZONE we 
score every game 
out of 100. If a game receives a score of 
90 or alx)ve, It Is awarded tiie PC ZONE 
Classic award. These games are original, Innovative, compelling 
and are wortli iMiying even if you're not a fan of tlie genre. 




80-89%; 



THE HALL OF 
SHAME 

O These are tlie games 
that we still haven't been 
sent for review. This 
means they're either 
completely crap and the 
publishers are scared we'll 
pan them, or their PR 
machine isn't quite up to 
full speed. This month's 
offenders (some of them 
have been in our Hall of 
Shame for some time, eh 
Maxis?) ar&.. 

LULA VIRTUAL BABE Take 2 
STREETS OF SJMCfTY Maxis/EA 
BUST-A-MIOVE 2 Acclaim 
UBKCryo 
REAH Black Priar 



If a game scores 
I 80-89% It's awarded 
a PC ZO/VE Recommended award. Games 
that fall into this category are excellent 
examples of their type, and if you're a fan of the genre they're 
well worth buying. 

"Vn^^nQ# Games that score In this region dont win 
m U" m 9 #0 any awards, but they're above average and 
well worth a look, if you're not a fan of the genre though, they will 
probably offer limited long-term appeal. 

M tf I f ^ (1 0/ games are below average and 
£lf ""Otil #0 you should really only consider parting 
with your cash If you're a big fan of the series or genre or you 
see it at a reduced price. 




f I M i| C|Oy^^ Games that score under 



20% should be avoided. 
They offer little In the way of long-term 
appeal, can be frustrating, and definitely 
aren't much fun. if a game Is seriously bugged then it will also 
fall into this category. You have been warned. 
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CIVILIZATION: CALL 
TO POWER 




TUR0K2:$EEDS0FEYIL 




This month's reviews In order 
NEW GAMES 

Asghan: The Dragon Slayer 97 

Biosys 93 

Brian Lara Cricket 84 

Civilization: Call To Power 70 

Fighter Squadron: Screamin' 86 

Demons Over Europe 

Freespace: Silent Threat 92 

Redguard 74 

Resident Evil 2 . 88 
Rollcage 92 

Rollercoaster Tycoon 90 

SAGA: Rage Of The Vikings 95 

SCARS 94 

Silver ... 76 
SupertHke World Championship . . 78 

Swring 97 

Tellurian Defence 93 

Top Gun: Hornet's Nest 94 

Turok2:SeedsOfEvil 82 

Warhammer 40,000: Ctiaos Gate 94 

Warzone2100 80 

BUDGET REVIEWS 

Formula 1 '97 99 
GPolice 99 

Lands Of Lore: Guardians Of Destiny 90 

Tank Platoon 98 

Sid Meier's Gettysburg 98 

Wing Commander: Prophecy 98 

Worms 2 .98 

FEEDBACK 

Baldur'sGate 101 

DukeNukemSD . 100 

Dune 2000 100 

Half -Life 101 

Heretic 2 101 

SiN 100 

Thief : The Dark Project 100 

Unreal 101 
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PjHcIVIIIUTIOKCIILL TO POWER 




LIZATION 




O £39.99 • Activision • Out March 

lUm-based strategy games are ttie lif eblood 
of Andrew WrighVs existence - which is 
why he doesn't get out much 



TCCH SPECS 



MINIMUM SYSTEM Processor P 1 66 Memory 1 GMt) RAM SUPPORTS Any Windows- 
compatible sound and graphics cards WE SAY P2(X) with 32Mb RAM for smooth play 



CMUZAT10NII CLASSIC 
(MicroProse, £19.99) The grand old 
original is still out there in ttie shops 
and will always be able to hold Its 
head high. Smooth, quick and easy 
to use, with plenty of strategic depth. 

PCZ #36, 90% 

CIVILIZATION II MULOPLAYER GOLD 
EDITION (MicroProse, £29.99) 

Civilization //with some bells and 
whistles to improve multiplayer 
support. Not perfect, but the bundled 
scenarios and add-on packs make it 
a worthwhile buy. NOT REVIEWED 

ALPHA CEN1AURI (Electitmic Arts, 
£39.99) A shit-hot attempt at the 
definitive third-generation C/Kthis 
one is much closer to the mark, even 
if it's in a sci-fi setting. Games 
develop quickly, building is fast and 
the units are spot on. PCZ #74, 92% 




By mid-'99 we'll have 
three turn-based 
strategy games to 
choose from, each 
claiming to be the 
third-generation heir to 
Civilization. MicroProse own the 
trademark, but their Civilization: 
Test Of Time has yet to be seen. 

The original power behind the 
throne was games maestro Sid 
Meier and his offering, Sid 
Meier's Alpha Centauri, has just 
arrived In the shops. Meanwhile, 
relative outsiders Activision have 
got in on the act with Civilization: 
Call To Power. 













Colonising the sea and exploiting its resources is a new feature. 



Call To Power shares the 
isometric viewpoint of Civll{PCZ 
#36, 90%) and its main rival, 
Alpha Centauri (PCZm, 92%) - 
not that you'd expect any less 
these days. The terrain is crisp 
and bright, and the units and 
buildings are cleanly drawn, with 
impressive optional animations 
and an uncluttered screen, even 
when units are packed together. 

Before you begin building your 
little empire, you have to define 
how many civilisations you want 
in the game (from three up to 
eight) and the map size from 
small (24x48 tiles) to very large 
(70x140 tiles). You can also alter 
each of six variables that 
determine the shape and feel of a 
random map, including wetness, 
temperature, number of extra 
goods squares, diversity of 
terrain, amount of land, and the 
shape of your area, which ranges 
from islands to large continents. A 
map editor lets you design your 
own maps and even scenarios. 

FOUOW MY LEADER 

Like the original, Call To Power 
starts with you and your band of 
settlers on your own in the middle 
of nowhere. It's 4000BC and the 
virgin land is sitting there just 



waiting to be farmed, mined, 
fought over, built on and polluted, 
probably in that order. Of course, 
it's neatly divided into squares, 
which makes it a lot easier. 

Step one is to find a square - 
a tile - with lots of nearby 
resources, and then build a city. 
Cities take up a single tile on the 
map but can harvest or exploit up 
to 20 others around them. 

Terrain varies from swamps 
and plains to mountains and 
rivers, each one capable of 
producing different quantities of 
food, gold and an abstract term 
called 'production' - which is 
basically anything that's not food 
or gold. Find a good spot (right- 
click to find the value of a 
particular tile) and your city will 
grow; place it on tundra or desert 
and it won't - simple as that. 

You can afford to take your 
time because, after all. Call To 
Power \s a turn-based game and 
you've got about 7000 years to go 

- unless you happen to get 
eradicated by another tribe that 
has been more successful. 

In fact, the other tribe might 
well be controlled by another 
human player, as the multiplayer 
element is built in from the start - 
unlike earlier C/Vgames,where 
multiplayer was a give-us- 
more-money and hope-for-the- 
best extra. 

OBJECT LESSON 

The object of the game is to steer 
your civilisation through five eras 

- ancient, renaissance, modern, 
genetic and diamond, each with 
its own style. You can play as one 
of 41 'tribes', including English, 
Inca, Egyptian and Ethiopian, but 
they are all pretty much identical 

- unlike Alpha Centauri, where 
the seven factions have individual 
characteristics. 

At first, you build city 
'improvements', such as 
granaries to boost food 
production, city walls, and knights 
and archers to defend them. After 
diverting resources to science 
and research, you can then add 
cathedrals, libraries and 
universities, followed by weird 
and wondertui advances like 
nanite defusers and ESP centres. 

Each tile inside a city's radius 
can be improved to increase its 
food, gold or production value. 
Farms, for example, help you 
squeeze more food from a tile, 
while mines give more gold and 
production. With advanced 
research, the farms and mines 
get better at their job and there 
are special hydroponic farms for 
your underwater and space cities. 
Other tile improvements include 
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roads, railways and tunnels under 
the sea to speed up movement, 
and listening posts, sonar buoys 
and radar stations to help you 
spot enemy units further away. 

In the original DV games, your 
settler or engineer units built the 
tile improvements. In Call To 
Power, they are paid for out of a 
central fund called public works. 
You decide how many resource 
points you convert to public 
works at each turn and use the 



fund to place farms, roads, mines 
and even fortifications. 

In fact, Call To Poivertakes the 
same concept a step further and 
does the upkeep accounting 
centrally, too. Most improvements 
and buildings cost a certain 
amount of gold each turn, and this 
is calculated not on a city-by-city 
basis, but from the whole 
civilisation's coffers. This makes it 
possible to fine-tune your 
production so that some cities 



Everybody wants to build their 
very own Taj Mahal. 



produce gold, some food and 
others production, although all 
cities need to have minimum 
levels of each resource to keep 
growing and to build units or 
improvements. That said, it can 
be handy to build one or two cities 
in the mountains - production 
and gold are very high as long as 
you make sure basic food 
requirements are taken care of. 

It's different to Civ II in that you 
can't send a settler from a big city 



THE STORY OF SID AND Cfl^ 



Both are household names in the gaming community and, seeing as Sid Meier 
started the whole CMUzation bail roiling, you might be confused as to why Call 
To Poiver doesn't have his name on the box. Well, it's a long story... 



Games designer Sid Meier co-founded MicroProse 
and produced games like Railroad Tycoon, 
Gunship and Silent Service, He first put his name 
to a game in 1 991 , when MicroProse released 
Civilization, Within a year it was a liest-seller, 
with 850,000 copies sold on the PC, the Amiga, 
the Mac and even the Atari ST. Unfortunately, a 
games company called Avalon Hill already had a 
tioard game on the market with the same titla.. 

Despite this. In 1995 MicroProse released 
CIvNet- a bug-ridden stab at making Civilization 
a muttiplayer game. The same year, Avalon Hill 
launched a computer version of their own game, 
Advanced Civilization, Both sank without traca 

The following year saw the arrival of 
MIcroProse's excellent Sid Meier's Civilization II, 
which sold well over a million copies (160,000 in 
the UK alone) and is still available on budget. 
Shortly afterwards, our hero SId left MicroProse 
to form Firaxis. One of his first projects was SId 
Meier's Alpha Centaurl, which was released last 
month and reviewed In PC ZONE #74. 



in 1997, MicroProse announced a Civil 
Multlplayer Gold Edition expansion pack and 
the forthcoming Civilization II: Test Of Time, 
Acthrision announced Civilization: Call To 
Power, and the friction over the name 
resurfaced. Lawyers rubbed their hands with 
glee until, in mid-1998, Actlvlslon and Avalon 
Hill settled out of court. 

Actlvislon's Civilization: Call To Power \s 
published 'under licence' to MicroProsa It makes 
little difference to you and me 
but with three games 
claiming to be the 
definitive third- 
generation Chf, 
choosing 
could be a 
problem. 




Looks like I'm shaping up rather, er, average. 




Message in a battie - note the still-open city close-up screen. 
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and add it to a small one to 
balance population growth. It's 
an oversight, but one that long- 
standing C/V enthusiasts might 
miss. But it does include 
Wonders of the World - special 
improvements that only the first 
civilisation to build it can achieve. 
In some cases, improvements and 
wonders can be made obsolete by 
certain advances and wonders. 
The nanite defuser, for instance, 
eliminates everybody's ability to 
make nukes. 

Another novel idea that Call To 
Poiver introduces is three levels 
of military readiness. At peace, 
units cost very little to maintain 
but there's a price to pay in the 
event of sudden war in that units 
take five turns to change from 
zero readiness to the more 
resource-costly full combat 
status. If they start fighting 
before that, they don't fight 
at full effectiveness. 

RESEARCH ME 

To move into later eras and 
get all the juicy units, like 
aircraft carriers, bombers and 
submarines, you have to invest a 
lot of time and resources on 
research, but it's important to 
think about the direction you're 
heading in. Going for tool-making 
and then ship-building, for 
example, gives you triremes to 
transport your settlers and 
invading armies across narrow 
stretches of water; research hull- 
making and you'll get Viking-style 
longships... and on and on, all the 
way to the four-legged undersea 
crawlers of the future. 



Many of the research paths 
cross each other, so that to get a 
ship of the line - a decked sailing 
ship - you'll need to research not 
only ocean-faring from the sea 
research tree, but the first three 
mechanical discoveries: 
agricultural revolution, 
mechanical clock and machine 
tools. If your tribe is land-locked 
and needs to expand, you'll have 

^Thesix different 
types of city 
inhabitants have 
to be well fed and 
watered to prevent 
tbem from turning 
onyou^ 

to guide your research along 
these two distinct paths. Of 
course, while you're researching 
these, you'll have to wait until 
you've finished before you can 
research other areas, such as 
medicine, electricity, flight or 
construction or any of the other 
72 improvements and 1 12 
different discoveries. 

If this was all there was to it. 
Call To Power vjou\6 be easy But 
there's more. The six different 
types of city inhabitants are 
another complication, and all 
have to be well fed and watered 
to prevent them from turning on 
you. They can be workers, 
scientists, entertainers, 
merchants, labourers or slaves, 
and each one contributes to the 
economy in a different way 



Advanced ClvUization from Avalon Hiii Is notiiing 
like Sid's original game. 



A Windows h'ont-end and an isometric viewpoint 
made Civilization II a classic in its own rigtit. 
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The colourful advance screen shows what you've researched. 




"Yes, of course you get to play in space, Malcolm.. 



Slaves, for example, work for a lot 
less food and wages which, 
morality aside, makes them quite 
handy. Until an opposing tribe 
comes up with an abolitionist unit 
and incites them to riot. . . 

NHPLAY 

Call To Pokver supports Internet, 
network and play by email. You 
can alter most of the features, 
including the amount of starting 
gold, in addition to the same 
custom rules as you can select 
in single-player mode, such as 
the behaviour of barbarians, 
the size of the map, world climate 
and topography. 

To connect over the Internet 
you need to have a dial-up or 
other connection already up and 
running. You get a list of available 
servers, together with their ping 
numbers, and are invited to create 
a player profile for yourself. You 
can also award yourself one of six 
experience levels, which equate 
to the single-player difficulty 
levels, but don't expect hardened 
Net-heads to take any notice. 
Purists would maintain that turn- 
based strategy games weren't 
meant to be played in multiplayer 
mode, but you either subscribe to 
that point of view or you don't. 

ADDICTIVE ADDITION 

Civilization: Call To Power vj\\\ 
please a lot of C/Vfans yelling for 
more, but it still has the mass 
appeal to attract a whole new 
generation of would-be strategy 
gamers. Despite the apparent 
complexity, it's not too daunting - 
the help system or library is 



simple and well thought-out, and 
the tabbed interface works well, 
particularly the 'max' tab, with 
which cities can be set to 
maximise either food, production, 
gold, happiness or science. 

There are a few niggles, 
unfortunately. There's no way to 
insert things into the build queue, 
for example, and you can't save 
your preferred game settings. 
Some of the units seem rather 
inappropriate, too, such as the 
animated native American Indian 
warrior, which looks silly if you're 
playing as a Welsh tribe. 

It takes a while before Call To 
Power gets the adrenalin 
pumping, but as long as you're 
prepared to spend the first 
thousand years doing very little, 
except clicking the end-of-turn 
button, there is endless variety 
and lots of replay value. With the 
possibilities opened up by its 
space and undersea exploitation, 
coupled with the fascinating 
creative units. Call To Power \s an 
addictive addition to the 
rehabilitated turn-based genre. 
Perhaps not quite a bullseye, but 
not far off. O 



pqvERpiPT 

O UPPERS Bucketloads of strategies 

• Unique units • Neat 1 6-bit graphics 
O OOWNERS Slow to build up 

• Niggling interface 
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Terrific tune-up 
of an all-time 
classic 



The cleric can convert entire cities to some cause or other. 



WARFARE MT THOU? 

Do your homework to boost your killing power 

To move around, explore the map and, naturally, attack other 
chdilsations, you need units - either military ones or specials. 
All you have to work with at first are horse archers and 
warriors, but research will reward you with far more powerful 
troops, such as musketeers, pikemen and cavalry. In the 
modem era they become tanks, marines, battleships, aircraft 
carriers and planes, while in the futuristic stages, genetic and 
diamond, you have storm marines, stealth submarines and 
star cruisers - Just a handful of the 67 unit types avallabia 
In the original Civ, unit combat was simply a measure of 
attack versus defence with a few modifiers for terrain and 
unit status thrown In. The basics are the same in Call To 
Power, but where multiple units are invoh/ed, there's a battle 
screen, which gh/es it an almost wargame-style feel. 

The computer arranges the close combat units in the front 
rank up to a maximum of fhra Up to five ranged fire units 
(such as archers or cannons), or those that didni fit In the 
front rank, are placed in the second, and non-combatants, 
such as slavers and diplomats, appear In the third. This works 
out fairly well because the stacking limit Is nine combat units. 

Batfies begin with a ranged phase, where the second rank 
fires at the enemy front rank, and follows on with a close 
quarters fight where the two front ranks meet. If you win and 
happen to have a slaver in the third rank, you can take a 
random number of defeated enemy units as slaves. 

The combat system Is reasonably effecthre and there's a 
good argument for using balanced forces In battle with, say, 
five archers and five Infantry types, such as legions or 
musketeers. If you get bored with the battte screen, you can 
quk;kly dismiss It and Just watch the result. 




O WALKTHiniUGH 



BUIUI-UP 
MERCHANT 

Where to begin? Round 
about here... 



Three knights 
compete against 
four horse archers 
and a slaver for 
control of a city. 




DThe first thing to do when you 
see your settler looking lost Is 
to investigate surrounding tiles. 
Ideally, you need grassland, rtver, 
mountain and goods In the city's 
radius to get maximum food, gold 
and production resources. The 
elephant and lade statue here 
represent goods that you can turn 
into cash when you develop trade. 




0At the easiest level, you start 
with two settlers. One builds a 
city and the other looks around. As 
soon as you build your city, turn 
science production down to 10 or 
20 per cent to boost productton. 
Build a granary and add defenshre 
units. Here, one settler is checking 
out a monolith which may hold 
goM, a new advance or a new unit 




HOnce you've built the 
essentials, It's time to think 
about turning your science 
production back to the maximum 
and conducting some research. 
There's no real need for 
shipbuilding on this map, so opt 
for Iron-working so you can build 
a better attack unit, the legion. 




I Soon it'll be time to switch to 
I the Civ screen and think 
about long-term strategy. Do you 
need to work on the surrounding 
land to Improve food or 
production? if so, you'll need to 
funnel some money Into the public 
works hind. Decisions, decisions. 
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REDGUARD 



©£39.99 • Virgin Interactive • Out now 

Continuing liis Elder Scrolls aAvevHures 
'down tlie doclcs' is Paul Malllnson 



TECH SPECS 



MINIMUM SYSTEM Processor P 1 66 Memory 32Mb RAM SUPPORTS All ma)or 

sound cards and 3D accelerator cards WE SAY You'd be better off with a 3D card, 
although in software playing on a minimum spec PC is bearable 



LANDS OF LORE III (Westwood 
Studios, £34.99) More of a 
traditional role-playing game than 
Redguard, so it should be considered 
the best alternative if you want 
something more open-ended. 

PC7#74,90% 

KING'S QUEST VIII: MASK OF 
ETERNITY (Cendant, £34.99) An 

excellent full-3D adventure game 
with good puzzles and decent control. 
On a par with Redguard in certain 
respects, but certainly not in the 
visuals department. PC7 #71 , 89% 

THIEF: THE DARK PROJECT (Eldos, 
£39.99) A 'darker' option in the 
adventure/action genre. More gritty 
and realistic than Redguard, and 
therefore better in our opinion. 

PCZ#72,90% 




It's action adventure time 
again, folks, and by golly 
these developer-type chaps 
are getting the hang of it. 
Redguard, created by US- 
based RPG stalwarts Bethesda 
Softworks - the people behind 
the gigantic but flawed The Elder 
Scrolls: Daggerfall (PCZm, 65%) 
- is such a game, and if truth be 
told it's actually bloody good. 

The angle in this instance is 
of a 'pirate' persuasion: Jolly 
Rogers; bandanas; 
swashbuckling; and copious 
amounts of rum spilt on bare 
torsos down at the docks. Those 
familiar with the world of Tamriel, 
the location of Bethesda's 
exclusive campaign setting, will 
not be au fait with this kind of 
thing, but you can rest assured 



that it works very well and fits 
neatly into the Elder Scrolls 
series of games. 

SEARCH FOR SISTER 

Cyrus, the lead character of 
Redguard an6 your vessel for 
the duration of the game, is a 
surly, mercenary bloke living out 
a self-imposed exile on the high 
seas. Having left the continent of 
Hammerfell after an unfortunate 
incident in which he accidentally 
killed his brother-in-law (oops!), 
hearing news of the 
disappearance of his sister Cyrus 
now sets out to return. Whatever, 
it sets up the story and the main 
quest in the game (to find your 



always faced you, regardless 
of where you were in the room 
- and in come the polygons. 
Characters, objects, buildings 
and cut-sequences are now all 
modelled in three dimensions. 
This becomes apparent from the 
outset (or at least after the cruddy 
pre-rendered intro subsides) as 
Cyrus's ship slips over the 
particularly effective texture- 
mapped seas in the first of 
countless movie-like scene- 
setters. It works okay - 
characters nodding their heads 
as they converse (but not moving 
their lips, as seen in Half-Lif^, 
and gesticulating in a fairly 
human manner - and is a far 



^Redguardis worth recommending because 
it's an engaging and engrossing adventure 
game that should appeal to pretty much 
every kind of gamer out there^ 



sister, dummy), and Cyrus sets 
sail for the island of Stros M'Kai, 
which is where his sister Iszara 
was last seen. 

In something of a departure 
from previous Elder Scrolls 
adventures, Redguards graphics 
are this time generated in 
complete 3D. Gone are the dodgy 
bitmap sprites - the ones that 



better way of telling the story 
than with pre-rendered 
alternatives, because the impact 
of losing control of your character 
is dampened. 

A LOT OF CHAT 

The island of Stros M'Kai - or, 
more specifically, the docks of 
Hunding Bay - are Cyrus's 




starting 
point in the 
adventure. 
Walking around, 
exploring and talking to 
people is very much in the vein 
of Tomb Raider an6 Mask Of 
Eternity, and is achieved using a 
simple combination of cursors 
and 'action' keys. The view is 
third-person. You can run, jump, 
walk, climb and fight, and in no 
time at all you're leaping from 
roof to roof and plundering 
goodies from houses you're not 
supposed to be in. 

As you soon discover, the 
island of Stros M'Kai is well- 
populated, and there are plenty of 
people to talk to at the outset. Of 
course, approaching them with a 
view to gaining new information 
is your first priority. 

Although there is a heck of a 
lot of chat to get through, talking 
to these people is fun, and the 
way the story unfolds as a result 
is commendable. The plot itself is 
quite linear, but the fact that 
you're completely free to explore 
the island and question its 
inhabitants at your leisure goes 
some way to mask that. At first 
there seems so much to talk 






1| 






Some of the voice characterisations are surprisingly good - like this 
laconic Elf salesgiri who chatters very dryly in a taut New York accent. 



tion of the scale of the scenery. The dwarves built it, you know. 





The town snake charmer doesn't 
say much of interest. 
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around that you do feel a 
bit overwhelmed, but this 
calms down a little once you've 
met everyone. 

EXCEPTIONAL GRAPHICS 

The action elements of Redguard 
are secondary to the adventure 
elements, although you're unable 
to progress unless you master 
them. Combat takes the form of a 
simplified sword fighting system 
which at first seems to require 
more luck than judgement. 
Persevere, though, and you do get 
the results you need. Jumping, 
too, initially seems a bit hit and 
miss, but again practice makes 
(sort of) perfect. For the purposes 
of this particular adventure game, 
it all works well enough. 

In fact the game as a whole 
works extremely well. The most 
striking feature is arguably the 
exceptional graphics. All the 
buildings are superbly modelled 
(inside and outside), and give a 
real feeling of scale when you're 
walking around the place. Nice 
little touches, such as screeching 
seagulls swooping past and 
day/night lighting effects, really 
add to the atmosphere, and at 




times you really feel like you're 
down at the docks mixing with 
burly sailors (cough). The free- 
roaming camera also helps you 
to get the best view of the action, 
and on a high-end PC with a good 
3D card the whole thing looks 
exceptional. 

A FEW GLITCHES 

But it doesn't end with the 
graphics. The fact that saving and 
loading is fast and problem-free 
helps enormously, especially 
before getting to grips with the 
combat system. The voice acting 
is very good, and the dialogue is 
witty and well-written (for 
example: asking an in-game 
prostitute about a man called 
Tobias garners the response, 
"Tobias? Yes, one of my best 
customers..."). 

Redguard \s not perfect, 
however, and there are a couple 
of criticisms that prevent it from 
rising to Classic status: such as 
the graphical/AI glitches (zombies 
walking on top of grave 
headstones, for example); the 
crashes that occur from time to 
time (we were playing version 
1.0, by the way); the 



incompatibility of software/ 
hardware savegames (like, duh?); 
and the fact that some people 
may find the gameplay a touch 
too 'light' for their liking. 

At the end of the day, though, 
Redguard \s worth recommending 
because it's an engaging and 
engrossing adventure game that 
should appeal to pretty much 
every kind of gamer out there. 
It might even be the sort of game 
that could interest those for 
whom gaming is "not really my 
sort of thing". Which has got to be 
worth something in this daft old 
world of ours. 



I^ERDICT 

G UPPERS Supert) atmosphere • Great 
3D environment • Very easy to play • 
A good game for girls 

© DOWNERS Combat a little bit on 
the wobbly side • Gameplay a touch 
wimpy • A bit too much Rpb 'mumbo 
jumbo' 



Not a classic, 
but well worth 
playing 




Combat is basically a sort of 'fencing simulator'. It isn't particularly 
satisfying, but it works well enough not to annoy. 
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' STROS M KAI 




_k MNCiX)M Of H AMMERFELL 




\ turn HaA* K Unw CHl4(rsytM 



The island of Stros M'Kal is a man/ellous place to spend some time 
on the beach catching some rays. Or at least parts of it are. Here's 
a look at the obvious stuff - step into uncharted tenltory and you 
may be in for a bit of a surprise... 




|j N'Gasta 



I A horrible, nasty place full of 
cackling skeletons and shambling 
zombies. Only recommended 
visiting on Thursdays when the 
circus is In town. 



BToi¥n square 
The ideal place to shop on 
Stros M'Kai, and a centre for those 
in need of healing. Stress out the 
Imperial guards, though, and 
you're in for a beating. 




BThe Palace 
A grand and noble place of 
mystery and magic. Whoever lives 
In this building must surely know 
how the story ends. 



Devil's Den 

Just west of this place lies the 
way to the hideous isle of N'Gasta. 
Why you'd want to venture over 
there is anyone's guess. 
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a The docks 
Gnff! Gloik! Fnarr! This quaint 
seaside town is home to a ragbag 
selection of scurvy-ridden sailors, 
prozzies, and seafaring creatures. 
It's also where you begin the game. 



E Observatory 
The Stros M'Kai Observatory is 
open Monday to Friday from 9pm 
to 5pm, and from 10pm to 4pm on 
Sundays. Entry is £6 for adults and 
£2 for children and concessions. 



Cyrus can leap from rope to 
rope in a rather athletic manner. 
If you get the hang of it, that is. 



"Now where the hell did I bury 
that gold? I thought it was 
somewhere around here..." 



"Cor I can see for miles from up 
here. And, er... oh dear, I can 
also feel vertigo coming on..." 



ROLE-PUYING ELEME^ 

Redguard tktes contain a few hallmarks of the role-playing game, 
such as shops to buy stuff from in return for coid, hard cash, and 
a pirate guild whk;h you can Join later in the game. That said, the 
shops sell only basic stuff such as health and defence potions, 
and you haveXo join the guild at some point to progress. Still, it 
does add those extra-special elements that you need in order to 
Improve your chances in battle, such as killing people to get gold 
to buy lots of health and armour. Which is nice. 
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PIHtsI SILVER 



After much discussion, they all agreed that it was indeed a fire. 




Chests like the one in the top left corner contain valuable items. 



TECH SPECS 



O £34.99 • Infogrames • Out now 

A newcomer to the RPG genre dares to take on the mighty Final 
Fantasy VIL Chris Anderson dives into the thicic of the action 




I SYSTEM Processor P1 33 Memory 32Mb RAM ALSO REQUIRES 8 speed 

CD-ROM drive WE SKI You're safer with a PI 66 



On paper at least, Silver 
seems an intriguing 
prospect. Three years 
in development, the 
game is a highly 
ambitious mix of straightforward 
real-time combat and traditional 
role-playing. Also thrown into the 
gameplay melting pot are story- 
developing cut-scenes, token 
puzzles which pay homage to 
modern adventure games which, 
with few exceptions, are unlikely 
to tax all but the most feeble of 
minds, and 'speaking' characters 
who happily waffle on for the 
entirety of the game, complete 
with real voice-overs from their 
human counterparts. So there is 
indeed a lot to take into 
consideration here. 

S/'/i^er cannot safely be 
described as an RPG, and 
indeed the developers 
concede this point by 
dubbing it, somewhat 
reservedly, an 
'action-adventure'. 
Which, let's face it, 
could mean 



RNAL FANTASY VII (Eidos, £49.99) 

Deeply satisfying gameplay and 
incredible depth make this game an 
almost-pertect all-round gaming 
experience. PCZ #66, 93% 

DIABLO (ZaUac/Bllzzam. £44.99) 

Similar to Silver im&mucU as the 
emphasis is on action. If all you want 
to do in a game is hack your way 
through tons of stuff, then this is the 
one for you. 

PCZ #48, 88% 

BALDUR'S GATE Onteiplay, 
£39.99) Traditional role-playing 
action executed with style, and the 
engine underneath the gloss is 
pretty sound too. Makes S//i^erlook 
almost halt-hearted in comparison. 

PCZ#73,85% 
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anything. There are certainly 
obvious comparisons to be drawn 
between Silver and 'noted' titles 
in the RPG genre -curiously, not 
PC titles in particular, but games 
which have made their names on 
consoles such as the SNES and 
Sony's PlayStation. Let us take 
you through the first 30 minutes 
of Silver and all will become clear. 

HRST IMPRESSIONS 

Load up the game and you're 
greeted by a long FMV intro 
which explains the story of the 
eponymous Silver: how he rules 
the land of Jarrah with an iron 
fist, and outlines his plans to 
ensure that this most unsavoury 
state of affairs continues as long 
as he's got anything to do with it 
During a particularly productive 



Some lights, 
showing off, 
yesterday. 



brainstorming session, Silver 
comes up with a cunning plan 
(very convoluted, and explained in 
detail in the opening movie) 
which basically involves the 
needless extermination of 100 
young virgins. To this end he 
sends out his son Fuge to find the 
maidens and bring them back to 
Silver's castle under the pretence 



in countless Japanese RPGs on 
the Megadrive, the SNES and the 
PlayStation, and most recently on 
the PC in the form of Final Fantasy 
VII (PCZ m, 93%). 

And indeed elements of FFVII 
kick in as soon as Silver's lengthy 
intro ends. The opening scene in 
the game 'proper' takes you 
through the abduction of David's 



^ As a combat/adventure, it's an enjoyabie 
game, witb mucb to offer tbose witb a 
casual interest in the lighter side of RPGs^ 




that he is looking for a bride. 

One of the maidens in 
question, a young lady called 
Jennifer, is married to David, the 
hero of our tale. David is of course 
less than pleased when his wife is 
taken away by Fuge to join the 
other unfortunates, and so the 
scene is set for you to take 
the reigns and make 
your way to Jarrah in 
search of David's 
recently snatched 
loved one. . 
This is the 
kind of scene 
that has been 
enacted many 
times before 



wife, and then treats you to 
various cut-scenes which are 
presumably meant to set the 
scene for what is to follow. In 
between the cut-scenes, you are 
invited to take part in a few token 
battles, and are also given a brief 
but handy on-screen tutorial 
which helps you get familiarised 
with the combat system. 

This is the first problem that 
you may have with this game. As 
is the case with FFVII, much of 
your first hour with Silver \s spent 
watching cut-scenes and clicking 
the mouse impatiently in an 
attempt to get back to some real 
action. The in-game dialogue is 
passable enough, but how much 




REVIEWS^ 



Spell-tastic. Silver's special effects can be dazzling at times. 



Cut-scenes unfold 
ttie plot as ttie game 
develops. 



The lighting effects are impressive even without a 3D card. 





"Did that tree just call us poofs?!" 



time do you want to spend 
listening to meaningless waffle 
before the game really starts? 
Infogrames no doubt argue the 
point that scene-setting is an 
important factor in getting you 
truly immersed in the game, but 
they appear to have forgotten that 
you're unlikely to become 
immersed once you've fallen 
asleep in front of your monitor. 

So it takes a while to get 
going, but once it does your 
patience is rewarded with a 
pleasant surprise or two. 

HMM...NICE 

Silvehs a fantastic-looking game. 
The rendered backdrops are truly 
awesome, and the in-game 
characters are brought to life 
through incredibly realistic 
animation. A lot of thought has 
been put into making the enemies 
in the game look as convincing as 
possible, with imps running 
around playfully at great speed, 
ducking your attacks and backing 
off when they've taken too much 
damage, and more powerful 
monsters lurching towards you 
dangerously without fear. Combat 
in S//i^ercan be truly exhilarating, 
with real-time combat for once 
providing the 'do or die' sensation 
that the phrase often hints at but 
rarely delivers. 

However, there are a few 
gripes. The character you control 



"Dark in here, innit? Where's me torch..." 



(usually David 
but you can also 
control other party 
members) does not 
automatically turn to 
face the enemy. In the heat 
of battle it's often easy to 
click the cursor on the enemy, 
expecting your character to 
attack, only to discover that 
he's not quite facing in the right 
direction, and you can but watch 
as your hero misses the enemy 
completely and gets twatted 
accordingly as punishment. 

The interface could be better 
too. Right-clicking on your 
character brings up a menu 
from which you can do things 
like feed him if his health is low, 
change weapons, ready magic 
spells and so on, but the action 
doesn't stop while this is going 
on. This makes it difficult to 
execute potential life-saving 
actions when you're fighting a 
difficult character and you're 
almost out of health. 

On the plus side, some of 
the magic spells are quite 
spectacular, and the combat 
visuals are mighty impressive 
without the aid of 3D 
acceleration. 

Ultimately, impressive though 
5//i^er certainly is, it will inevitably 
be compared to the game it has 
obviously looked to for inspiration 
-Final Fantasy VII. 



FINAL FANTASY SILVER 

From the rendered backdrops 
to the cute characters and 
predictable storyline, Silver 
screams Final Fantasy 17/ from 
the rooftops. Unfortunately it 
doesn't have anything like the 
depth or peerless imagination 
of that game, which sports 



incredible 
cut-scenes, 
absorbing sub- 
games, complex yet 
ultimately rewarding 
battle sequences, and a 
character evolution system 
which has yet to be rivalled. Also, 
with the RPG element of Silver 
almost thrown in for novelty 
value, RPG aficionados will find 
nothing of interest here. 

However, as a combat/ 
adventure. Silver is an enjoyable 
game, with much to offer those 
with a casual interest in the 
lighter side of RPGs, and as such 



it should appeal to newcomers 
to the genre and also to 
experienced gamers who don't 
expect too much from it. O 



O UPPERS Fantastic presentation • 
Huge gameworld • Easy to get into 

O DOWNERS Lacks the deptti of 
conventional RPGs 



Mass appeal, but 
hard-core RPG fans 
won't be impressed 




FIGHTING TALK 



The combat scenes In S//i^er Integrate seamlessly with the rest of the game. 
You're not taken to a separate screen for battle, and the fights are all the 
more realistic as a result. In the midst of battle, this is what you see... 

1 These are the characters currently in your team. Click on one of them to take control. 

2 Your health bar and magic level. It's obviously a good Idea to keep an eye on both. 

3 Your enemy's health bar. The general idea is to make this disappear! 

4 That dragon close up. The creatures 
look great when they're moving, but 
you'll have to take our word for that. 

5 David, the hero of the hour. Right- 
click on him to bring up a menu 
displaying options to replenish health, 
change weapons etc 

6 Other members of your team. You 
can 'program' them to do certain 
things without your help, or you can 
control them directly. 
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SOPERIIKE WORLD ClUMPIONSIIIP 



SUPERBIKE WORLD 



O £34.99 • EA Sports • Out now 





Riders include Britain's three-times champion Cari 'Foggy' Fogarty and 1997's victor 
John Kocinski. And some other blokes. 




The time-honoured 'wanker' gesture makes an occasional appearance following near misses. 



The obligatory carnage is never far away. 



Time for Steve HIIIXo get his ieg over 
anotlier bilce. Wait, tliere's more jokes... 



TECH SPECS 



I SYSTEM Processor PI 33 Memory 1 6Mb RAM SUPf>ORTS 3D 

acceleration through Direct3D WE SAY More is better 




Although it could hardly 
be described as 'what 
the world is waiting for', 
it's fair to say that a 
few people have been 
wondering what had become of 
Superbike World Championship. 
Originally touted as a great 
white hope for the floundering 
Virgin Interactive, the recent 



fragmentation of the publisher left 
the game with an uncertain future. 
Not to worry, the behemoth that is 
Electronic Arts took up the reins in 
the aftermath of the multi-billion 
dollar acquisition of Westwood 
Studios and other development 
resources. It certainly wasn't a 
deal clincher, but Superbike 
World Championship slots quite 
comfortably into the EA Sports 
portfolio, offering an officially 
endorsed product that accurately 
recreates a real sport, with real 
riders, real teams and, of course, 
the obligatory real licence. 



Do you care? Probably not. 
Although you may laconically 
raise an eyebrow on learning that 
the game has been developed by 
Milan-based Milestone, purveyors 
of a trio of highly rated Screamer 
games. Having proven their worth 
on four wheels, the big question 
is whether they can replicate their 
success on two. Four wheels 
good, two wheels bad, if you like. 

Obviously, the first difficulty to 
overcome is that car games are 
clearly better than bike games. 
As scientific proof of this fact, 
how many classic car games 
can you name? Loads. And how 
many classic bike games? None, 
although 3D Death Chase on the 
Spectrum comes close. Oh yeah, 
and Motocross Madness {PCZ 
mi, 91 %), but that's different. 
The fact still remains that, in 
general, car games poke a sharp 



stick in the eyes of their two- 
wheeled counterparts. Why? 
Because you can't fall off a car. 
It's as simple as that, it really is. 
In a car you can skid, powerslide, 
wheelspin, perform handbrake 
turns, and generally clown about 
to your heart's content. Try any 
of the above on a supert)ike 
and you're violently flipped into 
the air and tossed around like a 
rag doll, skimming off the tarmac 
like a latter-day Barry Sheene. 
All of which may be very realistic, 
but offers little in the way of 
enjoyment. 

PROBLEMS 

Such are the problems faced by 
anyone attempting to come up 
with a decent superbike game. 
However, Milestone have set their 
stall out, and this is a creditable 
attempt to redress the balance. 



To counter the problem of falling 
off every ten seconds, getting 
really annoyed, and turning off 
the PC and doing something more 
interesting instead, a number of 

^Tlie authenticity is 
commendable, tlie 
engine is sound, 
and the graphics 
are up to scratch^ 

idiot-proof options have been 
included. Varying degrees of help 
are offered in terms of regulating 
acceleration and braking, the 
computer taking over while 
you're negotiating bends, leaving 
you with little more than the fairly 
rudimentary task of turning either 
left or right. With maximum help 
switched on, it's a fairly detached 
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CHAMPIONSHIP 




Any girls watching can be Impressed by an enormous wheelle. 



Leather meets tar on one of Monza's many curves. 










If you want to make it harder for yourself, the cockpit mode delivers. 




The yellow flag signifies a 
spillage, or something. 



experience, with the game 
requiring scarcely any manual 
dexterity. For all the control 
you have you might as well 
t)e a chimpanzee. 

However, at the other end 
of the scale, in full simulation 
mode it's a farce, the bike bucking 
uncontrollably and sliding off 
the track at every available 
opportunity. Make no mistake, 
despite its arcadey possibilities, 
Superbike World Championship is 
'proper', offering a bewildering 
array of adjustments to sprockets, 
gear ratios, suspension and tyres 
- even providing gauges of their 
temperature and wear. Cleariy, to 
dive in at this level of involvement 
would be an act of sheer folly. 
Obviously the idea is to start 
tentatively, learn the nuances of 
every track, and then eventually 
take the stabilisers off. It's a long- 



The back of the grid is no use to 
man nor beast. 



term investment, and one that 
may be beyond the patience of 
all but the most dedicated of 
gamers. The rewards are tangible 
though, and the authenticity is 
second to none. 

HOLIDAYS IN THE SUN 

The full championship mode 
consists of 12 race weekends, 
taking in such exotic locations 
as Monza in Italy, Phillip Island in 
Australia, and the USA's Laguna 
Seca. Britain is also represented 
in the shape of the classic Brands 
Hatch circuit, and, for those about 
to rock, Donington. Each event 
incorporates practice and 
qualifying sessions, and 
culminates in a pair of 
races, with points 
doled out in the 
traditional fashion. 
Inevitably, what this 



CASTROL HONDA SUPERBIKE 
WORLD CHAMPIONS (Midas 
Interacthfe, £29.99) A reasonable 
debut effort originally published by 
the functionally named (and now 
defunct) Interactive Entertainment. 
Certainly playable, if a little frayed 
around the edges. PCZ #65, 78% 

REDUNE RACER (Ubi Soft, £12.99) 

Shameless arcade stylings are the 
order of the day here, but at this 
price it's definitely worth a look. For 
an hour. PCZ #71, 70% 

MOTO RACER 2 (Electronic Arts, 
£39.99) Possibly represents 
something of a conflict of interests 
for EA. Generic superbike action 
allied to moribund motocross. 

PCZ #73, 68% 



means is that you spend half an 
hour securing pole position, and 
then proceed to leather it into the 
turf at the first bend. The only 
solution is to try harder. Without 
the margin for error offered by a 
car game, you simply haveXo get 
it right. Getting on the racing line 
is imperative, and it can be an 
exhilarating thing to swoop into 
the apex of a bend, grazing the 
outside of the 
track before 



^The flexibility 
makes Superbike 
accessible to 
anyone with basic 
motor neurone ^ 
functions, while 
its depth also 
suggests a degree i> 
of longevity 




I 




Variable weather makes a token appearance. Predictably, it generally 
pisses down in Britain. 




accelerating past a hapless 
opponent. 

All well and good. However, 
in common with several racing 
games, the Al of the other riders is 
somewhat restricted. They largely 
stick to the racing line, and rarely 
crash by themselves, preferring 
to slew violently into your path, 
seemingly oblivious to your 
presence. This can be annoying, 
and you can make it even more so 
by opting for the full crash mode, 
whereby you have to walk back to 
your stricken bike, haul it from the 
turf, point it in the direction of the 
rack, and hop back on. Which, 
depending on your disposition, 
is either a very nice touch or 
a tooth-grinding irritation. 
Ultimately though, it has 
to be said that Superbike 
World Championship is a 
triumph. The engine is 



sound, the authenticity is 
commendable, and, naturally, 
the graphics are up to scratch. 
The flexibility makes it accessible 
to pretty much anyone with basic 
motor neurone functions, and the 
depth of the game also suggests 
a degree of longevity. At the end 
of the day, it's the best superbike 
game available. But let's not 
have any more. \^ 



O UPPERS Extremely authentic • Very 
flexible 

O DOWNERS Limited Al • Obligatory 
crap music 



82 



Authentic 
superbike 
spills 
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WARZONE 21 00 




O £39.99 • Eidos Interactive • Out March 
Real-time strategy clone makes the grade 
shock. PA// IVantf Investigates 



TECH SPECS 



MINIMUM SYSTEM Processor PI GG Memory 1 6Mb RAM SUPPORTS TCP/IP and 
direct cable multiplayer WE SAY 3D rendered ten-ain, fogging and light effects beat your 
processor into a pulp, so Pentium II. 32Mb RAM and 3Dfx card are imperative 



and epidemics that sweep the 
land. Most of those who do pull 
through are content to live out the 
rest of their irradiated lives as 
scavengers, chugging around the 
countryside on rat bikes and 
getting into fights with anyone 
who isn't sporting a crimson 
Mohican. Only a few think about 
rebuilding the world to its former 
glory -people like you. 

WHAT IT IS 

Warzone 2100 is a superb real- 
time strategy game with a 
wondrous interface, impressive 
3D graphics and a number of cute 
features that put it on a par with 
Total Annihilation [PCZm, 93%). 
Yes, folks, that's right. What we 
have here is a game as involving, 
as appealing and as instantly 
accessible as the old Cavedog 



It's the 21st century and the 
world's satellite defence 
system is on the fritz (no 
doubt the fault of some 
two-bit Microsoft operating 
system). Before anyone can shut 
the thing down and place a call to 
the helpdesk, the whole network 
goes ape and launches nukes at 
Washington, Moscow and 
Romford. Ground-based sites 
respond to the first two attacks, 
and minutes later zillions of 
people across the planet are busy 
comparing thermonuclear 
suntans. Hardly any survive the 
subsequent fallout, viral plagues 



WHAT YOU NEED 



Tlie HQ of your base, which furnishes your 
display with a radar screen and intelligence 
reports. One of the first things you need to bulM. 




A familiar site to the average 
Texan, the derricics extract resources 1 
natural oil deposits deep underground. As 
with most real-time strategy games, control 
of these structures is key to your success. 



The factory constructs the units you design 
and specify. Factories are graded depending 
on size, and produce increasingly powerful 
weapons. IWo interesting features are the 
ability to set constant production and to 
send new units to anywhere on the map. 




Power generators convert the oil 
resources into energy for your base 
and fleet of vehicles. Like pretty much 
everything else in the game, they can 
be upgraded. 



Research facilities take artefacts recovered 
from the wastelands and turn them into 
sophisticated technologies that can be 
integrated Into new units and then 
employed on the battlefield. 




yardstick. Warzone 21 00 may not 
be quite as swish nor as kind to 
your CPU, but it does manage to 
combine frantic action with 
effortlessly engaging gameplay. 

Set in the desolate wasteland 
of North America, you must seek 
out fresh resources, recover 
artefacts and fight your way 
through three separate 
campaigns and more than 30 
different maps, while at the same 
time managing a sprawling base 
and its countless armies. Your 
base survives through each 
campaign section, so you don't 
have to keep starting from 
scratch each time you start up. 
What this does mean is that you 
have to plan ahead, and not be 
afraid of rearranging the base 
layout and bulldozing old 
structures when new ones 
become available. 

The game is instantly 
delicious, with lush rotatable/ 
zoomable terrain and a mellow 
orange smog that conceals 
everything beyond your range of 
vision. As with most other modern 
real-time games, the landscape 
affects the way your units move. 



interchangeable. Need to scan the 
battlefield for enemy squadrons? 
Swap the machine-gun turret for 
a dish and you've got yourself a 
mobile radar. Incoming battalion 
of foot soldiers? Change the dish 
for a flame-thrower and char-grill 
the buggers. Toss in different 
forms of propulsion, innumerable 
weaponry and vehicle frames and 
you have over 2000 different 
combinations to play with. You 
can even name the new designs 
and refer back to them later. 

THE BEST REAL-TIMER YET? 

One of the areas where Warzone 
2100 \s better than Total 
Annihilation is in the Al. Sure, 
game developers are always 
going on about the 'next 
generation' of artificial 
intelligence, but British 
development team Pumpkin 
Studios have finally put their 
programming skills where their 
mouth is and created the most 
astute troops on a real-time 
battlefield. Don't believe me? 
Let's take an example. When you 
command your tanks to guard 
another unit, such as a 



^ Warzone 21 00\s a superb real-time 
strate^ game with a wondrous interface, 
impressive 3D graphics and a number of 
features that put it on a par with TA^ 



Hills and muddy areas hinder 
tanks; roads and tracks help 
them. The polygonal structures 
that dominate the scenery are 
angular and reminiscent of TA 
and when they explode they do 
so in a glorious carnival of light, 
smoke and noise. 

What makes the game unique 
is the way you assemble your 
firepower. Instead of being 
presented with a huge range of 
exotic units, many of which never 
get to see the light of day, you 
research new technologies and 
then design the individual unit 
components piece by piece. 
Choose a body, a machine-gun 
and a set of wheels (tank tracks, 
hover engine and VIOL are also 
available, depending on how 
advanced your engineering 
department is), and then send the 
new design off to the factory for 
manufacture. Everything is 



construction truck, they turn into 
a formidable team of armoured 
bodyguards. On the move, they 
don't trundle 50 yards behind and 
turn up 20 seconds too late, they 
go out front and sweep the way 
clean. When asked to protect a 
structure, they don't sit still or 
circle it pointlessly, they actively 
hunt down all enemy units that 
pose a threat. 

Additionally, the interface 
includes several predefined 
routines and responses that have 
been borrowed from Acti vision's 
chunky-but-funky Dark Reign 
(PCZm, 86%). This means that 
you can control how your troops 
react to various combat situations 
- you can set one group of tanks 
to retreat when they sustain a 
medium amount of damage, and 
have another keep on plugging to 
the last. There are also several 
'one-click' actions such as 



TOTAL ANNIHILATION (Replay, 

£1 2.99) Warzone 2100 may be just 
as good, but TA remains the real- 
time benchmark - and is now 20 
notes cheaper. PCZ #70, 93% 

STARCItAFT (Cendant, £34.99) 

The looks and the gameplay are now 
trailing the field, but StarCraft \usX 
keeps on selling. PCZ #64, 88% 

DARK REIGN (Activision, £39.99) 

Overshadowed by TA, Dark Reign 
never achieved the success 
it deserved. Watch out for Dark 
Reign II, due soon. P£Z#73, 86% 

returning to base for repair or 
patrolling an area, which makes 
directing your troops in the heat 
of battle simplicity itself. 

WESTWHO? 

Warzone 2100 is due for release 
about the same time as CSiC: 
Tiberian Sun. While there's a 
certain reverence that 
accompanies any new Westwood 
product, Warzone is final proof 
that they've fobbed us off once 
too often. Last I heard, Til>erian 
Sun was supposed to be with us 
last Christmas - and the last time 
I played Red Alert v^as the 
Christmas before that. What's 
more, the new dSCgame has 
been built with Voxels, an old 
technology that no longer makes 
the grade in a world full of 
Pentium processors and Voodoo 
chipsets. Tib Sun will probably be 
up to the 'usual' standard, but will 
it be up to the new standard? 
Until recently I'd have said yes, 
but now I'm not so sure. IkB 



nmRDicT 

G UPPERS As absorbing and as 
instantly accessible as Total 
Annihilation • Yummy graphics • 
Interface a real breeze • Artificial 
intelligence the best yet 

O DOWNERS Forgettable plot and title 
• Won't detect a secondary CD-ROM 
drive, grrr 




Hasta la vista, 
Westwood? 



80 PC ZONE #75 APR 1999 



IciJIfflRvH 



m 



nil 




SEEDS OF EVIL 



O £39.99 • Acclaim • Out now 

Open the door, get on the floor, everybody 
walk the dinosaur. Then shoot it in the face. 
Bothering reptiles: Charlie Brooker 



TECH SPECS 



MINIMUM SYSTEM Processor P166/P200 Meinory 32Mb RAM ALSO REQUIRES 

PI 66 Voocloo2 -compatible 3D card or P200 Voodoo 1 -compatible card WE SAY A P2G6 
or above for a decent frame rate 




For Nintendo 64 owners, 
December '98 must have 
seemed like Christmas. In 
fact, come to think of it, it 
was Christmas, but even 
if the Yuletide season had been 
cancelled they'd still have had 
two good reasons to celebrate. 
Following a lengthy gaming 
drought, Zelda: Ocarina Of Time 
and Turok 2: Seeds of Evil,\>NO 
of the best console games in 
the history of everything, arrived 
on the shelves just in time for 
Christ's birthday. Us PC owners 
were too busy playing Half-Life 



to notice, of course, but more on 
that later 

Anyway, following a brief 
interlude, publishers Acclaim have 
brought Turok2\o the PC, where 
it can flourish in all its high- 
resolution glory. And it's still a 
very, very good game. But. . . 

FIRST THINGS FIRST 

If you have even the remotest 
whiff of interest in the storyline 
behind rwro/f 2, there's something 
a bit wrong with you. This is an 
action game, pure and simple. 
Still, for those of you anal enough 
to care, the basic premise is that 
you (yes, you) are Joshua 
Fireseed, aka Turok the Dinosaur 
Hunter, a Native American who's 
as hard as nails, and you've been 
sent into some place called the 
Lost Land to wipe out the evil 
forces of the Primagen. 

That's the dull bit. The 
interesting bit is this: you get to 
kill loads and loads of vaguely 
humanoid dinosaur creatures by 
using a bewildering array of fancy 
weaponry. Some of the guns on 
offer are weird and futuristic, 
some are hideously violent (see 
panel on the opposite page), and 



the majority of them cause all 
manner of intensely pretty 
lighting and smoke effects to 
dance about the screen in a 
beguiling fashion. It's like One 
Million Years flC spliced together 
with Saving Private Ryan and fed 
through a mid-seventies Top Of 
The Paps effects desk. Kind of. 

For the most part, Turok 2 is a 
compelling mix of action and 
exploration. But there are some 
glaring problems. Which we'll 
examine at length, starting now. 

DINO DRAWBACKS 

One word: fog. Fog, fog, fog, fog, 
fog. It sounds like a swear word, 
and as far as 3D games go it 
should be. You've played Half-Life, 
right? You know how you can see 
waaaay m\o the distance? And 
Quake It. not much pop-up there, 
is there? Anyone who's played 
multiplayer 0// could write an 
essay on the joy of long-distance 
railgun fragging. It's called depth 
of field. And its something sorely 
lacking from Turok 2. 

The problem is this: the game 
was designed for the Nintendo 64, 
which, powerful though it is, can't 
really cope with huge 3D 
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environments. To solve this 
problem, the programmers have 
split each level into bite-size 
chunks (linked together with 
'portals') and introduced heavy 
fogging - which means you can't 
see structures or enemies until 
they're relatively close. To be fair, 
you soon get used to the fogging, 
but many seasoned PC gamers 
will find it unforgivable, not to 
mention laughable. 

The other problem concerns 
the gameplay itself. Rather like 
that other classic N64 shooter 
GoldenEye, Turok 2 requires you 
to complete a set of mission 
objectives before exiting each 
level. Nothing wrong in that- 
except when you find yourself 
reaching the final portal, only to 
be told that you must go back and 
scour the entire stage again, 
looking for the objects you failed 
to discover first time around. That 
isn't a challenge, that's a chore. 
It's boring. It's dull. It should never 
have been allowed to happen. 

AT THE END OF THE DAY... 

Look, we don't want to sound too 
negative. Check out the score: like 
we said, Turok 2 is a very, very 



good game. We do feel that 
Iguana could have spent more 
time utilising the PC's strong 
points (by joining the levels 
together a la Half-Life and 
removing the fogging, for 
example), but despite this they've 
still come up with an engrossing, 
exciting game packed with plenty 
of surprises.lt's also pretty damn 
huge, and will keep you rivetted 
from beginning to end. It may 
be more console-oriented than 
the likes of Half-Life, but in the 
occasionally musty world of PC 
games a little arcade immediacy 
is no bad thing. Anyone should 
lap up Turok 2. Except perhaps 
dinosaurs. G3 



PGnfERPIPT 

O UPPERS Sickening violence • 
Endless mindless action • Superb 
creature design 

© DOWNERS Frigging fogging • A port 
of a high-falutin" console game 



HALF-UFE (Siefra, £34.99) Lookee 
here. Don't just consider Half-Life, 
go out and buy the damn thing right 
now. And if your machine can't 
handle it, save up and upgrade. It's 
one of the best games ever, period. 

«;Z#71,95% 

QUAKE II (ActlviskMi, £19.99) Until 
Quake Arena comes along, this ranks 
second to Half-Life as the violentest, 
funnest thing you can do with a 
mouse and a PC. PCZ #59, 97% 












Screenshot fart gag opportunity number 8,000,078, we think. 




Eat that. Whatever 'that' Is. 
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Almost a classic. 
Almost 



A NIGHTMARE OF GHOUUSH ro^ 

nrok 2 has blood, guts, and serious killing hardware that includes the most 
violent weapon in videogaming history 

Incredibly, for a game developed with Nintendo's famlty-orlented console In mind, Tiirok 2 contains 
swathes of disturbing and bloodthirsty imagery. Fire an arrow at an oncoming dinosaur, for Instance, 
and it sticks In him and stays there until you finish him off. Some of the tougher creatures end up 
running around looking like angry pincushions, skewered with more arrows than a marketing 
director's end-of-year flowchart. Get one In a victim's mouth and he flops to the floor, vomiting Mood 
as he goes down. 

And that's lust the bow and arrow; with a shotgun you can shear off heads. There's also a flame- 
thrower, a missile launcher, and a selection of deeply unpleasant rapid-fire machine-gun thingies. 
Most disconcerting of all, however, Is the Cerebral Bore. The name sounds like a phrase you might use 
to describe a festival of contemporary dance, but it isn't. It's the most violent weapon In videogaming 
history. Here's what it does: it homes in on a dino's head, drills through his skull, and spurts out an 
arc of blood and grey matter like a whale spouting water through its blowhola Then, just to really rub 
It In, it explodes.lt's particulariy good fun in multiplayer, and we've been fantasising about firing one 
at Garry Bushell for over a week now. We keep coming round to find ourselves standing still, 
clenching our fists, dribbling, smiling. Gould somebody out there invent one, please? 
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Basil's immaculate forward defensive never let him down. 



As ever, ttie England batsman knew exactly which deliveries to leave. 



BRIAN UUU CRICKET 



O £34.99 • Codemasters • Out 1 9 March 
Cricket games: less popular than Geoffrey 
Boycott at a women's refuge (except with 
Patrick McCarthy^ who's always liked 
rubbing balls against his thighs) 



TECH SPECS 



MINIMUM SYSTEM Processor PI 66 Memory 32Mb RAM SUPPORTS 3Dfx. Direct 
3D WE SAY P200 and 3D card advisable; plays with keyboard, but daisychainable 
gamepads advised for inultiplay 




LIES, DAMNED UES AND... 



All the cricketers in the game have stats provided by Criclnfo. 
They also have a rough description of their batting and/or 
bowling ("aggressh/e, leg spin" for Shane Wame; "ctlminalty 
dangerous psychotic" for Glenn McGrath, or whatever). And 
they have a recommended fielding position. Amazingly, even 
Phil TUhieli has one (and no, it isn't "lying down"). 




Let's face It, for most 
people a cricket game 
on the PC Is a prospect 
about as appealing as 
witnessing a three-way 
sex session between Robin Cook, 
Vanessa Feltz and Jimmy Savllle. 
In a jacuzzi full of ravioli. And fish 
heads. With the eyes staring up at 
you and everything. 

This attitude is 
understandable given: a) the less 
than fast-paced action of the 
average cricket match, and b) the 
less than stunning array of cricket 
games available up to now. 
Basically, there's been EA Cricket 
(PCZm, 80%) and International 
Cricket Captain {PCZm, 68%). 
And that's it (unless you count 
Robin Smith's Cricket, which 
appeared on our desks one God- 
forsaken morning about six years 
ago and was so primitive In 
appearance we thought it was the 
potential basis of an antibiotic. 
But let's not.) 

So, anyway, this should mean 
that If you wanted to make a 
cricket game, you wouldn't think 
you'd have to try very hard to 
Impress people. Which makes it 
quite a surprise to see how hard 
Codemasters have tried with 



Brian Lara Cricket. And even more 
of a surprise to see that It's been 
worth the effort. It's good. Honest. 

THE SPICE OF LIFE 

For a start there's just about every 
variety of cricket Imaginable. You 
can have pyjama-based fun In 
one-day (or night) games; there's 
a Worid Cup and a Worid Series 
(unfortunately you have to have 
Australia in that because it's 
theirs); and there are Tests, Test 
Series and even an entire Test 
year. Up to seven years, In fact - 
In a row, with all your schedules 
worthed out for you. Obviously this 
would take seven real years to 
complete, but it's there if you 
want It. And, Codemasters being 
Codemasters, there's a password- 
based Classic Match option (one 
of those 'win one and you get the 
next match' efforts). You can go 
pinch-hitting crazy playing as Sri 
Lanka versus the Aussles in the 
Worid Cup Final at Lahore; thrash 
the arse off the Aussles in 
Botham's match at Headlngley 
1981; and so on. 

OH, WHAT AN ATMOSPHERE 
(TIUD.ARR) 

And then there's the atmosphere, 
which the game oozes like a fast- 
bowler's jockstrap after a long 
spell up the slope in Karachi. 
Brian Lara Cricket is really nicely 
put together, right from when you 
get Jonathan Agnew and 'Battling' 



EA CRICiaET 97 (EA Sports, £34.99) 

Actually, there's not much around in 
ttie way of cricket games. There's a 
new version on its way any day now. 
with the World Cup licence. 

/>C?#49,80% 

INTERNAnONAL CRICKET CAPTAIN 
(Empire Interactive, £34.99) It's 
cricket, Jim. . . but you don't play It, 
you manage it. We had an 
interesting time reviewing this. 

PC7#66,68% 

Boycott discussing the pitch. 
They exchange jolly remartts 
about Agnew's lack of bowling 
ability. They avoid jokes about 
hook shots. And so on. It's slick, 
just like on the telly/radio (delete 
as appropriate). 

The grounds (garnered from 
all the Test-playing countries) look 
like the real thing, with a real 
sense of distance when the ball's 
whacked skywards. They have 
different weather conditions - 
and different pitches - as a result. 
(Bowling Is affected by the 
pitches too. Don't worry, you get a 
handy chart to help.) Shadows 
lengthen as the day wears on. 
Even the crowds react 
appropriately: the English get 
pissed and start singing boorishly; 
New Zealanders get pissed and 
start reappraising their 
relationships with lanolin-rich 



5 yr i¥3rne 
Rlgftt nana Lower Order tjststnan 
Styfe ' Aggressive 
rest Best' 74' TestAvg- u 
loeysest ss HXayAvg- 12 

Leg Spin nowter 
Styfe - Aggressive 
Test Best ■ 8 71 TestAvg • 24 
Best 5 33 lP^y Avg - 24 
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There are a number of selectable views, including first-person and 
here, WicketKeeper'sArseCam^'^. 



farmyard animals; Sri Lanl<an 
Tamil Tigers attack the ground in 
a bus-bomb. . . Well, sort of. 

SO HOW DOES IT PLAY? 

Pretty well. The players are well- 
animated and move fluidly to play 
shots and field (more on that in a 
minute). Batting is good, with a 
wide range of shots, and it works 
logically - play a cut against a ball 
going down the leg side and you 
look a right tit. Which is how it 
should be. 

Bowling is more or less 
enjoyable according to who you're 
bowling with: leg spinners can 
vary things with googlies and 
flippers; off-spinners have arm 
balls, and swing bowlers move it 
either way; the fast bowlers are 
the least rewarding to use, with 
just a slower ball in their 
repertoire. However, all bowlers 
can be given pace by a bit of 
button bashing. 

But back to that animation. 
There are loads of little touches 
of in-game animation (like 
fielders running in and faking 
throws before returning the ball 
to the bowler) which are great 
during a two-player game, but 
when you're playing on your own 
it can get a little tiresome. The 
problem is that the only button 
that skips all this is the same 
button that tells your batsmen 
to run - pressing it absent- 
mindedly is a recipe for disaster. 



The manual fielding option is 
too difficult to be enjoyable, but 
then it's only an option. The only 
other thing is a problem inherent 
in any cricket game: if you play it 
properly, you're going to take 
bloody ages to do anything. No 
matter how determined you are to 
nurse your way to a century (and 
it's a mark of the quality of this 
game that you get quite tense as 
you near any milestone), 
eventually your mate will goad 
you, or you feel guilty about 
blocking everything and boring 
him; or if you're on your own 
you'll simply go stir-crazy. 
Whatever the reason, it won't be 
long before you go so over the top 
you'll make a Sri Lankan one-day 
opener's assault look like Chris 
Tavare at his most torpid. 
Unrealistic. But that's your fault, 
not the game's. [S 



/ r M M Taylor » ^ 

I MJDlvenuto t 

V ' ^ UJiM-vey C 

y^aJT. fir Pont ing * 

- MJ ^ MCBevan 4- 

"^^wl JL.Langer * 
ifc H SCLaw ^ 
The teams are fairly current - although the Aussies 
don't have McGIII (thank God). 



Horace was later banned for life for interfering with 
an opponent during play. 




There are different weather conditions. On a sunny 
day, shadows lengthen as the day wears on. 



The MCC Coaching Manual, page one, lesson one:; 
Always Play The Ball Into The Ground. J 



BEEN AROUND THE WORLD AND 1. 1, 1... 



...I've been caught out everywhere. Going for a big one over fine leg. (I'm still 
■■^■H^^^^HB talking about cricket, by the way) 

WS^VERIlll^T ^ different, accurately modelled cricket grounds from all over the known cricketing 

universe (and Headlngley) to shuffle about In with your hands in your pockets, rubbing dirt on to 
balls and dodging hurled beer bottles and used condoms. For example. . . 



G UPPERS Great atmosphere • Good 
shot selection • Huge range of 
matches and locations • Good long- 
term appeal 

O DOWNERS Manual fielding too hard 
(but optional) • Too much superfluous 
animation for the impatient 
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Flannel-clad 

cricketing 

fun 




Lord's: the Mecca of cricket. 
Except they don't have bingo. 



The Melbourne of cricket: It's quite 
posh (patent leather flip-ftops). 



5" 








Lahore: you can probably make 
up your own joke for that one. 
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IhPTiH FiGHnR sduiunoN: mm demons over eumpe 




If you're itching for a quick 
fight, the Scramble mode puts 
you In the thick of things. 



1 




Each aircraft's flight model is substantially different, so 
use the training missions before heading of into the fray. 











Not only can you fly bombers, but you can also select auto-pilot and man any of the 
available gun turrets. 



COMBAT FUGHT SIMULATOR 
(Microsoft, £39.99) It uses a 
revamped Flight Sim 98 {PCZnSS, 
94%) engine, but it's graphically 
inferior and you get to fly less 
aircraft. You can however, modify 
and create your own aircraft. 

PCZ#71,79% 

WORLD WAR II FIGHTERS 
(Jane's/Electronic Arts, £39.99) 

Arguably the best-looking WWII flight 
Sim available as long as your 
hardware is up to it. If you buy only 
one WWII flight sim it should be this. 

PCZ#72,90% 

EUROPEAN AIR WAR (MicroProse/ 
Hasbro Interacthre, £39.99) Unlike 
the other sims mentioned here this 
manages to convey the sense of 
being part of the war effort 
Potentially dozens of aircraft in 
the air at one time, a wide range 
of missions - enough to keep you 
busy for weeks. PCZ #71 , 87% 



nGHIIR SQUADRON: 

sotEiMiir mMms ova eumpe 



O £39.99 • Activision • Out now 

Our resident Douglas Bader (ie the usually 
legless) Jeremy Wells takes Activision's 
new WWII combat sim for a spin 



TECH SPECS 



MINIMUM SYSTEM Processor P266 Memory 32Mb RAM SUPPORTS D3D, Glide 

afid OptjiiGL, lorce feedback WE SAY If you want to keep the detail settings and frame 
rate high, then you need a beefy Pentium with 64Mb RAM and a 3D card 



Tfiere are certainly plenty 
of World War II combat 
flight Sims to choose 
from at the moment, but 
that hasn't prevented 
Activision from entering the fray 
with Fighter Squadron: Screamin' 
Demons Over Europe. 

This sim marks a significant 
improvement over Parsoft's last 




Te\ease,A-10 Cuba! {PCZn 59, 
90%), which despite using 
primitive shaded polygon 
graphics and suffering from a 
distinct lack of missions was well 
received by serious sim heads, 
thanks to the excellent physics 
and flight models. 

While Fighter Squadron 
the Hollywood pizzazz of WWII 
Fighters (PCZm, 90%), and 
there's no dynamic campaign 
structure as found in European Air 
War(PCZm,S7%), like its 
predecessor A- 10 Cuba! it's got a 
distinctive 'feel' thanks to a very 
Impressive flight and physics 
model. In this respect, taking off 
In windy conditions, controlling a 
battle-damaged aircraft and 
landing safely are as much a 



challenge and a part of the game 
as notching up kills. Consequently 
Fighter Squadron won't appeal 
to everybody. 

IN THE HANGAR 

There are ten planes altogether 
that you can fly: the P-51 D 
Mustang, P-38 Lightning and 
B-17G Flying Fortress for the US; 



RAF As you'd expect, the flight 
models differ quite substantially, 
so It makes sense to use the 
training missions and flying aids 
to practice flying a new aircraft 
before heading off Into the fray. 

The fact that there are dozens 
of damageable structures on each 
plane means that once you've 
taken a few hits, flying becomes 



^Overall, quite an achievement in terms of 
programming, and arguably one of the 
more realistic flight sims available^ 



the Focke-Wulf 190, the Me-262 
jet and Ju-88 bomber for the 
German Luftwaffe; and the 
Spitfire, Typhoon, Mosquito and 
Lancaster bomber for the British 



a real challenge. The detail of the 
physics model works well with 
the Sim's flight modelling, and you 
quickly learn a lot about your 
chosen aircraft's characteristics 
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The cockpits are rendered in full 3D, but they aren't quite as nice as 
those found in WWII Fighters. You can zoom in on different parts of the 
panel with a single keystroke to get a quick read of the instruments. 




The attention to detail is quite 
astounding. 



You can fly bombers and man 
their turrets in multiplayer mode. 



ANALLY RETENTIVE. OR 
TOTALLY RULIST|C? 

There are three things that propeller-heads demand 
in a flight sIm: lush graphics, a realistic flight model 
and authenticity 

While Fighter Squadron Isn't the prettiest flight sIm ever to grace 
the PC, the flight model certainly feels like you'd expect It to and 
there's a lot of attention to detail. Unless you're a total boffin, you 
probably won't understand that this is partly down to the fact that 
developers Parsoft have based their calculations on a floating 
point mathematical model which calculates equations of motion to 
a much more accurate degree than plain old integer mattiematics 
(or so they say). For example, if you forget to release your wheel 
brakes and start to crank up the throttie before taking off, you 
end up flipping the aircraft onto Its prop and causing no end of 
damage. Similarly, attempt to manoeuvre certain aircraft too 
tightiy at high speed and your wings may well tear off - which 
leaves you with a bit of a problem at 1 5,000 feet. 

in the name of authenticity, Parsoft have also developed and 
implemented a rather cool 'Per-polygon Collision Detection' 
system, in real terms this means that Instead of aircraft simply 
bursting into flames when they're hit, they take damage on a per- 
polygon basis, which realistically and adversely affects handling 
incrementally. The resutt Is altogether more realistic and 
challenging - especially when you're attempting to limp home 
after a particularly intense dogflght, dodging debris, losing power 
and nursing an aircraft riddled with bullet holes. 




Ground objects are very detailed, and there are plenty of hills and 
valleys to fly over and use to your advantage in a combat situation. 



There are ten planes to pilot, and you can choose to fly as either the 
British RAF, the US Air Force or the German Luftwaffe. 



and limitations once you've spent 
a few minutes struggling to keep 
it in the air while under fire. Wind 
is also a major factor, and can 
make a real difference when 
you're setting up ground attacks 
or attempting to land. Along with 
the damage effects on plane 
handling (see panel above), you 
may also encounter explosion 
shock waves, accelerated stall 
effects, and spins. It doesn't really 
get much tougher than this. 

MISSION CRITICAL 

Unfortunately there isn't a 
campaign mode to speak of, more 
a series of unrelated missions set 
in three theatres: the English 
Channel, the Rhineland and North 
Africa. Interestingly, the mission 



objectives are more or less the 
same no matter who you fly for. 
If, for example, the mission goal Is 
to destroy a V2 rocket launch site 
and you're a British pilot, you 
perform a sweep in a Spitfire; If 
you're an American you get the 
option to fly as escort in a P-51 
or pilot one of the B-1 7 bombers 
tasked with taking out the target; 
while as a German Luftwaffe pilot 
you have the choice of defending 
the Reich in either an Me-262 or 
an FW-190. 

As the three theatres 
themselves are pretty small 
(around 40x40 miles), you never 
spend more than a few minutes 
flying to the target. Although this 
may sound restrictive, there are 
advantages: a smaller terrain area 



means that there's plenty of detail 
in terms of ground objects, 
buildings, air bases and so on, 
and a surprising number of hills 
and valleys make great arenas for 
low-level dogfights. 

The limited number of 
missions shouldn't be too much 
of a problem, as there's also an 
easy to use mission editor that 
enables you to create your own 
combat scenarios. Some may 
baulk at that, but there will no 
doubt be hundreds available on 
the Net In just a few weeks after 
the game is released. 

Overall, Fighter Squadron is 
quite an achievement in terms of 
programming, and arguably one 
of the most realistic WWII flight 
Sims available. A lack of missions, 



no dynamic campaign mode, 
relatively small theatres and a 
distinct lack of frills, however, 
mean that It won't be everyone's 
cup of tea. [3 



payERpiCT 

O UPPERS Excellent flight and physics 
model • Great attention to detail • 
Easy to use mission editor • Detailed 
planes and terrain 

O OOWMERS No dynamic campaign • 
Limited missions • Relatively small 
theatres 



Realistic and 
absorbing, but not 
for everyone 




m 



UK'S OWN INTERNET 
STORE FOR GAMES! 



MORE GAMES. MORE GREAT PRICES 
Only available online at 
www.URwired.com 

• YMAf limited offers 

• Free games for repeat customen 

• £1 OFF wlien you iMiy 2 games 

• £2 OFF wlien you l)uy 3 games 

• Ml prices indude Postege & Padca^ 

• Pre-order new releases 

Surfing really does save you money! 
Order online now at www.URwired.coffn 

or call us on 0171937 8777 
between I lam and 8pm, Monday to Saturday 



Fast delivery, Reviews, 
Cheats, Jokes, Links and more.. 




IHTlM RESIDENT EVIL 2 



RESIDENT EVIL 2 



O £39.99 • Capcom • Out now 
This game contain scenes of vioience and 
gore, it says on tlie box. "Ooli, goodie!" 
cliorties Paul Mallmson 




TECH SPECS 



MINIMUM SYSTEM Processor P 1 66 Memory 24Mb RAM REQUIRES 1 00Mb hard 

drive space (minimum), 550Mb (recommended); 3D card SUPPORTS All major sound 
cards WE Sllf Free up that hard drive space to speed up loading times 



hard work. Finish the game 
again and there are more secret 
characters (apparently, one more 
than the PlayStation version), and 
harder challenges to discover. 
And finish it twice you will strive 
to do, mark my words. 

OBSCENE 

In terms of graphics, it has to 
be said that we've experienced 
better recently. Resident Evil 2 
is not 'full' 3D, with a roving 
camera and all that. But that 
shouldn't put you off, as the 
overall presentation is stunning, 
particularly the fire effects and 
the brilliantly rendered (but 
sometimes blocky) backdrops. 
Special note must also be made 
of the eerie music and subtle 
sound effects, both of which 
add much to the mis en scene. 

BRILLIANT! 

But at the end of the day there 
are two things you should ask 
yourself before rushing out to 
buy this wickedly essential 
game. Firstly: have you played 
the PlayStation version through 
already? Secondly: are you a poof 
when it comes to a bit of blood 
and guts? If the answer to either 
is 'yes', you should give Resident 
Evil 2 a miss. If, on the other hand, 
you appreciate quality adventure 
games, like a good scare and 
don't mind spilling a bit of claret 
along the way, this is the game 
for you. Buy it and scream. [S 



Although Resident 
Evil 2 -the sequel to 
Capcom 's overrated 
Resident Evil {PCZUQ7, 
82%) horror adventure 
- has been out for some time on 
Sony's ubiquitous PlayStation, 
there's still a lot of people out 
there who have yet to play it. For 
those of a squeamish disposition, 
it may have been something of 
a conscious decision - after all. 
Resident Evil 2 is one of the 
goriest games of all time. And 
one of the best, for that matter. 

HORRIBLE 

What made Resident Evil 2 so 
appealing almost a year ago still 
applies to the PC version we're 
presented with today: it's a bloody 
scary game. 

The far-fetched plot, about a 
guy called Leon who bumps into 
a girl called Claire, who together 
discover a town full of zombies, 
is kept down to earth by clever 
scripting and gritty storytelling. 
It starts off horribly enough, with 
your character surrounded by 
zombies - and all you've got to 
defend yourself with is a gun and 
a few bullets. After that. . . well, 
the story twists and turns, the 
monsters get meaner and more 
gruesome, and.the amazing 
movie-like atmosphere digs in 
deeper and deeper. 

OlSGUSTING 

You can play Resident Evil 2 as 
either Leon (the cop) or Claire 
(the sister of the lead guy from 
the first game), and then, when 
you've completed it, you can play 
through it again as the other 
character. Amazingly, the second 
time around the game introduces 
new situations, monsters and 
story elements to the plot, as if 
rewarding you for your previous 



G UPPERS Fantastically atmospheric • 
Gnpping storyline • Film-like 
presentation • Extreme gore 

O DOWNERS Constant loading a is 
pain • 'Arrange' mode too easy • 
Backgrounds pixelated • You've got 
to be 1 5 or over to play it 



An outstanding. 

blood-soaked 

adventure 





It's not full 3D, but the graphics 
are Immensely atmospheric. 



Genetic experimentation gone wrong: like this monkey with four asses. 




And stay down! 



REDGUARD (Virgin, €39.99) 

Wonderful 3D adventure gaming fun 
for all the family. It's got pirates, magic, 
dragons and everything. 

REVIEWED ON PAGE 74 

GRIM FANDANGO (LucasArls, £34.99) 

Comedy 'horror' is the order of the day 
in this classic take on the film noir 
movie. Funny, clever and beautifully 



put together. 



PG2#71,90% 




Thankfully you can now skip past 
these 'opening door' sequences by 
hitting the space bar. 



"Excessive pressure 
rupture the water ta 

Mmm, maybe ttiey want us to rupture the water tank. 



MMNGEMODE 

A new difficulty level has been Introduced to make things easier 
for first-time players. Selecting 'Arrange Mode' starts you off with 
a machine-gun and infinite bullets, and gives you ail the major 
weapons when you get to the first storage chest It's a very risky 
option to include from the off, and some players may be tempted to 
blast their way lazily through the game without playing it properly. 
Be advised: you're better off leaving this well alone until after 
you've played through on Normal - the tense atmosphere created 
by this game is partly down to the scarcity of weapons and ammo. 
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R^^RI RIlLEUOmER TYCOON 




ROLLERCOA 



O £34.99 • Hasbro • Out now 

Having always enjoyed scaring little kids 
until they're physically sick, Charlie 
Brooker can now do it legally 



TECH SPECS 



I SYSTEM Processor P90 Memory 1 6Mb RAM WE SAY P200 and 32Mb 
RAM recommended. The more RAM you have, the less slowdown you suffer 



yjiii^ijiil^^ 

THEME PARK (EA Classics, £14.99) 

The original, but no longer the best. 
Bullfrog are currently working on a 
sequel which should, if there's any 
justice, rock bells. PCZ #17, 93% 

SIMCITY 3000 (Electronic Arts, 
£39.99) Not as 'fun' oriented as 
Rollercoaster Tycoon, but an 
absorbing classic nonetheless. 

PCZ#74,92% 




And you ttiought 
chocolate Hobnobs 
were addictive. Say 
hello to Rollercoaster 
Tycoon, one of those 
games that appeals to the same 
part of your brain that makes you 
want to pop bubble-wrap, chew 
gum or smoke cigarettes. Play it 
for ten minutes and it becomes 
so ludicrously moreish you find 
yourself unable to leave it alone. 
We're beating people's hands 
with broomsticks here in the 
ZONE office - it's the only way to 
stop them from playing. No, really. 

The concept is simple: you, 
yes you, are a theme park owner 
who wants to drum up some 
trade and rake in a fortune. In 



order to do so you have to build 
a series of rides, manage your 
finances, keep your staff in check, 
research new types of coaster, 
and so on. Sound familiar? Of 
course it does - it's like Theme 
Park(PCZm7,93%). Isn't it? 

Well, yes. It's even got the 
puddles of sick on the pavements. 
In fact, Rollercoaster Tycoon is 
so similar to Theme Pa/ifcthat at 
times it feels almost like a cover 
version produced using more up- 
to-date technology. There's a lot 
more going on, of course (a whole 
lot more), but to all intents and 
purposes you could bung a sticker 
on the box saying Theme Park 2 
and no one would raise an 
eyebrow. Except perhaps Bullfrog, 
creators of Theme Park, who are 
currently hard at work on Theme 
Park 2 (see Top Story on page 1 6) 
and will doubtless be keeping 
a beady eye on Rollercoaster 
Tycoon. On the face of it, Bullfrog 
have some tough competition. 

COAST TO COAST 

Sorry to keep banging on alwut 
it, but both games are so similar 
in concept and execution that 
writing a review about 
Rollercoaster Tycoon without 
comparing it to Theme Park 
would be like explaining evolution 
without mentioning monkeys. So 
we won't even try to avoid it. 

Rollercoaster Tycoon is far 
more 'hands on' than Theme 
Park. It's not good enough to 
simply bung down a pre-designed 





teiitiinilir lif^i 'tirff 



Entrance fee: £150. Ice cream: £37.50. Popcorn: £489. Give us your money. Now piss off. 



rollercoaster; painstakingly 
constructing your own is one of 
the most important features in the 
game. There are loads of different 
types, from old-fashioned rickety- 
rackety wooden ones, to ultra- 
modern 'suspension' coasters 
in which the cars hang and 
dangle beneath the track (just 



you have to make sure there are 
enough dips and turns for it to 
all run smoothly. Then there's the 
matter of getting the whole thing 
to join up in a continuous loop, 
which can prove a total 
nightmare. And finally there's 
the reactions of the punters 
themselves: make the ride too 



^By reading visitors' minds you can tell 
which rides they're too scared to go on, 
how sick they're feeling, and so on^ 



like the Nemesis at Alton Towers), 
and you get to build them all one 
section of rail at a time. 

It's deceptively tricky, and 
you have to bear a bewildering 
number of factors in mind. First 
there are space considerations. 
Then there's them pesky laws of 
physics: if the cars don't have 
enough momentum to make a 
loop they roll back down the 
track, and your ride's shagged; 



gentle and they complain that 
it's wussy; make it too intense 
and they're either too scared to 
ride or they spill the contents 
of their stomachs across the 
pavement on their way out. 

TWEAK FOR YOURSELF 

Rollercoaster construction aside, 
there's an almost unbearable 
amount of detail on offer 
everywhere else. You can read 



the minds of each visitor (you 
can tell, for instance, which rides 
they're too scared to go on), see 
how much money they've spent, 
how sick they're feeling, and so 
on. You can change the cost of 
each ride, give it a new colour 
scheme, change its name (to 
something rude, inevitably) and, 
if people sf/7/ don't want to go on 
it, mount an advertising campaign 
to make it look cool. Then there's 
staff, research and development, 
expansion plans, food and drink 
stalls, toilets, security, 
landscaping, and the ever ticking 
clock to consider. Basically, 
there's so much to do you may 
as well go out and start a real 
sodding theme park - if you 
weren't too busy playing this 
to bother, that is. 

So, it's addictive, in a 
perpetual SimCitykM of a way. 
Anything else? Well, the graphics 
are crisp, attractive and functional 
(even if they are a bit on the 





Here's one I made earlier. But is it a roliercoaster, or a map 
of the iower Intestine? 




ir ^^ '^ ^ 



It's not aii lush pastures; If you're a bit mad you can buiid 
your park in the desert. 



The only limit to the size of your roliercoasters is your 
ambition. And space. And funds. 
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MLLERCIUSTEinClON 



Amiga side), the sound effects are 
authentic and atmospheric, and 
the user interface is second nature 
to anyone who's used Windows. 

In fact there are only three 
drawbacks, and they're all inter- 
related: 1) As we keep saying, it's 
incredibly similar to Theme Park. 
2) Bullfrog are currently working 
on Theme Park 2, which may well 
crap all over this. 3) Just like the 
game it borrows heavily from, 
Rollercoaster Tycoorfs longevity 
isn't assured - once you've seen 
most of the surprises and fiddled 
yourself sick, there's probably 
little to come back for. Still, that 
takes a long time, and while it's 
got you it's really got you. C3 



l^yERD|CT 

G UPPERS Horrifyingly compelling 
• Inherently pleasing graphics • 
Atmospheric sound • Masses of 
nested detail 

O DOWNERS Very, very similar to 
Theme Park • Questionable staying 
power 
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Insanely addictive - 
like Theme Parkon 
steroids 




You can monitor the thoughts of every visitor, even when ttiey're mid-ride. 



As weil as knuckle-whitening rides, you can cater for giris. 





.0 new woij of life and shape the human races future. 
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C E N I A IJ R I 



92% 



.ELECTRONIC- ARTS 



Eloctfonic Arts and fno Elociroo.c Ar- 
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ROLLCAGE 



LAP llOfll 

LAP 0 0 0? 16 



RACE 0«:»3.-fi 




©£39.99 • Psygnosis • Out now 



TECH SPECS 



MINIMUM SYSTEM Processor PI 66 Memory 32Mb RAM 
ALSO REQUIRES 30 accelerator card SUPPORTS All major 
sound cards and force feedback joysticks WE SAY Pentium II 
233MHz recommended 

Super-fast, no-brainer, techno- 
^ ^ driven futuristic racing games are 
liiliiiiil'^' ^ yvhat Psygnosis do best, so it's no 
surprise that Rollcage is a blistering new addition to 
their critically acclaimed software catalogue. 

Taking up from where WipEout(PCZm, 78%) 
left off, /?o//cage features dizzying 360-degree 
courses that roll and spin before 
your very eyes, at speeds and 
frame rates so far unseen 
in a game of its type. At 
first the highly responsive 
four-wheeled buggies 
do cartwheels galore 
as you try your best to 
find which way is up. 
Practice a few times 
and it all clicks into 
place: super-fast, 
precise motoring with 



Rollcage. explosive 
racing action par 
excellence. 



a few unobtrusive power-ups thrown in to spice 
things up a bit is the order of the day. 

Racing is exhilarating, and crashes are 
spectacular. Winning a league is very satisfying too, 
for a change. In fact the whole thing feels good to 
play, as well as looking and sounding like an 
absolute peach. 

If anything lets Rollcage 6owi\, it's the fact that 
the single-player side of the game is too easy. There 
are ten league tracks in all - every one of them 
beautifully drawn and rendered - but they're not 
difficult to crack, revealing additional hidden tracks 
and a few other extras on the way. The multiplayer 
gamer is catered for heavily, whether you're one of 
up to four surly men huddling around the same 
keyboard (remember: no touching), or part of an 
impromptu office LAN party. The bonus 'deathmatch' 
arenas, where you attempt to knock each other off a 
cliff for points, is the icing on the cake. 

Overall, Rollcage is a stunning racing game- 
it's fast, furious and fun. It's just a pity the buzz 
doesn't last forever. 

Paul Mallinson 




Rollcage looks stunning in super-duper hi res. 



PCZVERDICT 



88% 
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FREESPACE: 
SILENT THREAT 



O £1 9.99 • Interplay • Out now 



■ tech SPECS 



Nothing wildly different from the original game, but Silent Threats 
'more of the same' is more than enough. 





MINIMUM SYSTEM Processor P1 33 Memory 32Mb RAM 

SUPPORTS All major 3D cards througfi Direct3D WE SAY With a 
3D card a PI 33 is fine, but you need more memory without one 

The recipe for a mission pack is a 
71*^1 simple one: Take a successful 
ii li alit^^^^-^ game - in this case the best space 
combat sim of recent years - and add more of the 
same ingredients that made it what it is. 
Consequently, Silent Threat a66s a 12-mission 
campaign, a number of third-party single missions, 
three new ships and four new weapons. For many 
that might not sound quite enough, but considering 
the original game had a flawless interface, 
superlative Al and stunning graphical effects, it 
comes as no surprise that few of these elements 
have been changed. In other words, because little 
was broken, hardly anything was fixed. 

Unsurprisingly the storyline in Silent Threat 
picks up from where FreeSpace: The Great War{PCZ 
#66, 89%) left off. With the Vasudans vanquished, 
the Shivans are back to their mischievous ways. 
The battle group that destroyed the Lucifer have 



been lost, and mankind is under threat once more. 
Your mission, should you choose to part with 20 
quid, is to slip behind enemy lines and have a good 
nose around. And indulge in a bit of killing. 

One small gripe we had with The Great IVar was 
that the missions were too easy, and the entire 
game could be completed in a weekend. Thankfully 
Silent Threat ls a little more taxing, and may keep 
you going for a day or two more. Although you won't 
find any cut-scenes in between the missions, the 
story is as tightly woven as before, with the high 
point being the introduction of a new Capital ship. 

While it's obvious that developers Volition are 
holding back all their best ideas for FreeSpace 2, 
Silent Threat has more than enough to satiate fans 
of the first game. For sure, it's about as original as a 
Celine Dion record, but it's polished to a shine. As 
with most mission packs, it's quite simple, really: if 
you loved FreeSpace, you'll love this. As they say, it 
it ain't broke... 

Richie Shoemaker 
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BIOSYS 

O £34.99 • Take 2 Interactive • Out now 



nCH SPECS 



MINIMUM SYSTEM Processor P1 00 Memory 1 6Mb WE SAY Runs fine on this spec 

Biosys must be one of the only games set in a rainforest. It's an ecological adventure which 
takes place in a biosphere, a biosphere in which you're unfortunately trapped. The 
biosphere lives and breathes in real time; plants grow while day and night passes, and you 
have to learn the rhythm of the forest in order to stay alive. 

However, the whole thing quickly becomes very tedious. Interacting with a dynamically 
changing realistic world is attractive in theory, but in practice it's dull because you spend a 
lot of time plodding around with nothing going on. It's not entirely dissimilar to Robinson's 
Requiem (PCZ#16, 85%), except of course that wasn't completely crap. 

Visually, Biosys palls against the likes of similar titles such as Starship Titanic (/'CZ#63, 
91%), and unless you study ecology as a hobby there's not much here that will excite you, 
unless doing nothing at all excites you, in which case go ahead and buy it. 

Benny Har-Even 
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In 40 years' time, road rage will not be a ■ The landscapes could have used a little 
problem. H more detail. 



TEUURIAN DEFENCE 



O £39.99 • Psygnosis • Out now 



TECH SPECS 



MINIMUM SYSTEM Processor P1 66 Memory 32Mb RAM SUPPORTS All major sound cards, 30 accelerator 
cards and force feedback joysticks WE SAY A 3D card is essential 

Take the varied missions and the wingmen from TIE Fighter, add some landmark-littered 
scenery, an element of research and strategy, and voila: Tellurian Defence. Unfortunately, 
er, it's not as exciting as all that. 

To start with, the gameplay and graphics are tedious, your ship looks like origami 
crushed by a child, while the control system feels like it's been designed by one. There are 
30 missions, ranging from pure combat to undercover reconnaissance, but it's incredibly 
difficult to control your craft - you always seem to be going either too fast or too slow, 
spinning frantically in the hope of catching sight of an enemy ship. Tellurian Defence\r\es 
to cater for both flight sim fans and straightforward arcaders and falls somewhere in the 
middle, leaving a terrible mess on your carpet. 

Mark Hill 



Tunnels link the different environments. Er... actually, the garden's on the inside. 
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...the warring fart ions 



who threaten mankinds existenre. 
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"Shoot!" the HUD display 
screams. Well, go on then... 




WMHUUHMER 
40,000: GHMS GAH 



Top Gun 2 will appeal to less 
discerning flight combat fans. 



TOP GUN: 
HORNET'S NEST 



O ?34 ,99 • MicroProse • Out now 



nCH SPECS 



MINIMUM SYSTEM Processor P 1 68 Memory 32Mb RAM SUPPORTS 3Dfx, DirectSD WE SAY P200 with 

64Mb RAM, Voodoo 3D card and TtiriislMaster loystick recommended 

Huge manuals put many people off buying Falcon 4.0 {POZ #72, 95%) and F-22: TAW {PCZ 
#68, 95%). This, presumably, is where Top Gun 2 corns in. The thing is, just about every 
recent jet fighter flight sim features numerous toggleable flying aids to make the game 
accessible to the first-time flyer, while at the same time holding plenty of appeal for the 
seasoned ace. 

The trouble with Top Gun: Hornet's Nest is it's a bit too simplistic. It takes about five 
minutes to learn to fly the F/A-18 in Top Gun, and just a few days to work your way through 
the three campaigns. The fact that it's linear means that there's little in the way of replay 
value, and you can't exactly go back and play the missions again with the flying aids turned 
off because there really aren't any to speak of. 

If you sf/7/ don't think you can handle Falcon 4.0, and want an extremely simple flight 
Sim instead, then you you probably won't be mayorfy disappointed with Hornet's Nest But 
take heed: there are better-looking and just as accessible flight sims out there already. We 
advise you to check these out before parting with your hard-earned cash for this one. 

Jeremy Wells 
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O ^-39.99 • Mindscape • Out now 



nCH SPECS 



MINIMUM SYSTEM Processor Pi 66 Memory 32Mb RAM SUPPORTS Four-player multiplayer games via 
LAN or Intemet WE SAY Those minimum requirements are fine if you've got 1 70Mb of free hard drive space 

Unlike the previous 40^offering, Final Liberation (PCZ m, 65%), Chaos 
■jrni Gate is a very accessible and user-friendly game. The manual is what it 
^iiliiWi^ lai should be (a handy reference tool), and within minutes you're blasting 
Chaos Marines back to the Void from which they came. 

Unfortunately though, you only get to play on the side of good versus evil - the 
Ultramarines against Khorne and Tzeench. Mind you, later on in the 18-mission campaign 
you get your hands on some decent-looking kit, from Predator tanks through to 
Dreadnoughts and Land Speeders. It would be handy to be able to customise the units 
more - after all, it's the paint jobs that make WarhammerwhaX it is, and no game has ever 
included such a facility. One day, perhaps, but not yet. 

Graphically, Chaos Gate is both attractive and functional. It's hardly state of the art, but 
with a game such as this it's as much about keeping the feel of the tabletop version as it is 
about creating something new for a PC gaming audience. It's not the greatest game ever - 
not by a long chalk. But for those who decide to take the plunge, it's one that slowly grabs 
hold of you and keeps you entertained throughout its duration; something you'll look back 
on with fond memories rather than foul - which makes it a winner in my book. 

Richie Shoemaker 
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Chaos Gate has a wealth of units. 




©5^29.99 •Ubi Soft* Out now 



TECH SPECS 



MINIMUM SYSTEM Processor PI 66 Memory 1 6Mb RAM ALSO 

REQUIRES 3D accelerator card SUPPORTS All major sound cards and 
force feedback joysticks WE SAY Don't bother if you've got a PowerVR, 
S3 Virge. Rendition or Number 9 3D card, because SC4/?S doesn't 
support em 

The evolution of the PC racing genre rolls ever onward 
with the likes of Carmageddon II, Need For Speed III and 
Rollcageisee review on page 92) scooping accolades left 
right and centre. Then along comes something like this - 
Super Controlled Animal Racing System, or SCARS \o you 
and me - a veritable retro racing experience gone wrong. 

SCARS, from Ubi Soft and developers Vivid Image, is a 
console-like racing/combat game that falls flat on its face 
for a number of different reasons. Firstly, and most 
importantly, the weapons and power-ups are rubbish. 
Rockets, magnets, barriers and mines - all the usual 
kiddie stuff. Yes they are unoriginal, and yes they are 
bloody annoying when used against you in the middle of a 
race. Playing from scratch, you soon find that a typical 




Ail-time racing classic? Er, probably not. 




race degenerates into something of a war of attrition as 
you end up recovering from constant knock-backs shot 
at you from the opposition at what seems like every corner 
of the race. 

Nintendo got this sort of thing right in their racing 
games, but in SCARS the weapons side of things just gets 
in the way. Having said that, if you turn the weapons off 
and concentrate on the racing, you soon notice that the 
car handling is pretty sweet and the view is pretty cool. 
But. . . then you get bored, because four laps a race is the 
minimum, and therefore too long. 

The courses look nice enough, are well-textured and 
colourtully lit, but sometimes prove impossible to navigate 
at high speeds. The fact that the invisible wall surrounding 
the track acts like flypaper when you brush it also adds to 
the latent claustrophobia. 

Okay, so you pretty much get everything you'd expect 
to find in an arcade racing game - two-player split-screen 
(plus network stuff); Grand Prix, Challenge and Time Trial 
modes; five cars to start with, four more to unlock; slick, 
rocking/pumping soundtrack; wonderfully 'wacky', themed 
courses; and all the usual gubbins - but the overriding 
factor here is that SCARS \s not worth recommending 
because there are far better driving games around so hey, 
why not play one of those instead... 

Paul Mallinson 



SCARS: the latest 'no-brainer' racing game to hit the PC. 
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SAGA: RAGE OF THE VIKINGS 



O £34.99 • Cryo Interactive Entertainment • Out now 



TECH SPECS 



MINIMUM SYSTEM Processor PI 66 Memory 32Mb RAM SUPPORTS DirectX 5 
compatible sound cards WE SAY That'll do nicely 

Set in the days when men wore skirts, grew lengthy beards and were 
judged by the size of their horns (on their helmets), SAGA: Rage Of The 
Vikings \s a moderately entertaining if somewhat uninspired real-time 
strategy game that should appeal to fans of Age Of Empires, Warcraftll 
and Civilization. 

Graphically it's not up to the standard of Microsoft's classic, and at 
times the 'modern' Celtic music is just plain comical. That said, there are 
heaps of characters to play with, including Vikings, dwarves, elves and 
trolls, and an abundance of detailed buildings to construct. The facility 
to zoom in on the action is a nice feature, as are the changing seasons, 
the implication of the Viking code of honour, and use of magic; although 
some may find the interface a little complicated compared to ttiat 
employed in AOE, which is simplicity itself. 

With 60 different clans to fight and conquer, numerous alliances to 
forge and an expansive game world, there's plenty in the way of game 
play. And if you get bored of the campaign mode then you can always 
design your own levels using the easy-to-use map creator, or indulge 
in a little multiplayer action via a LAN. 

If you can overlook the rather uninspiring terrain and forgive the 
occasionally quirky artificial intelligence, there's plenty here to hold 
your interest - at least until AOE 2 arrives later this year. 

Jeremy Wells 




Expect a few friendly faces to pop in for a nice 
cup of tea from time to time. 
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Naval strength is a prerequisite for successful expansion. 




...a virgin planet for mans descendants ta populate. 
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SWING 

O £29.99 • Software 2000 • Out April 



TECH SPECS 



MINIMUM SYSTEM Processor 486/66DX2 Memory 8Mb RAM SUPPORTS Crappy old PCs WE SAY Unused 
for monttis, our office P90 was glad of the attention 

Swing is a puzzle game where the balls don't so much arc about as simply fall from the 
sky. Maybe they should've called it My Balls Have Dropped - at least it would have set 
itself up for some free publicity. Who knows, maybe the BBFC would've banned it. And 
we all know what controversy can do for sales. 

Anyway, the point of Swing \s to line up three like-coloured balls horizontally. Once 
done, they explode to make room for more. Just to add a unique twist, each ball has a 
different weight. Once they hit the scales at the bottom of each 'lane', the combined weight 

of each column could tip the scales 
and throw everything out of alignment. 
Easy to learn and hard to master. 
Swing sits comfortably between Tetris 
and Puzzle Bobble, but without the 
pace of either. You may be 
disappointed if you were given it as a 
present from a relative concerned 
about gaming violence, but you'll 
probably grow to like it eventually. 
However, 30 quid is a bit steep for this 
sort of thing. 

Richie Shoemaker 
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The balls don't swing, but they sure do drop. 
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The awkard control system, unintelligent camera and 
repetitive hack-and-slay gameplay, however makes it a 
distinctly average affair. 



Asghan doesn't disappoint 
when it comes to graphics, 
characters and locations. 



ASGHAN: THE DRAGON SLAYER 



O £29.99 • Silmarils/Grolier Interactive • Out now 



TECH SPECS 



MINIMUM SYSTEM Processor PI 20 Memory 1 6Mb RAM SUPPORTS DirectX 5 compatible sound cards 
and Direct3D/3Dfx WE SAY P200 with 32Mb RAM and a 3D card please 

Despite the current fascination with RPGs, Asghan: The Dragon Slayer \s very much a hack- 
and-slash affair more akin to the likes of Tomb Raider {PCZ Mb, 95%) and Deathtrap 
Dungeon (PCZ#65, 70%). The lead character may be able to use magic, and have a 
penchant for pointy shoes and hats, but much of the action centres around what you do 
with your sword and crossbow. Like the aforementioned heavyweights from Eidos, Asghan 
is very easy on the eye when running with hardware support, and the 60 different 
personnel and 30 locations are well-realised and expansive. That said, the awkward 
control system, lack of real character development and dialogue, and the at times obtrusive 
floating camera make Asghan an altogether frustrating and uninspiring affair. Which is a bit 
of a shame, because it certainly has potential. 

Jeremy Wells 
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a brave new world and lead mankind into tomorrow. 
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While we wait (and wait) for Tiberian Sun, tliere are some splendid strategy/sim 
releases on offer this month If you've got fifteen quid to spare 



O MAN WITH LOOSE CHANGE IN HIS POCKH Jeremy Wells 



Ml TANK 
PUTOON II 



©£12.99 • MicroProse/PowerPlus • Out now 




Tank Platoon II offefs supertily detailed visuals with a 'full-on' sim experience. 



TECH SPECS 



MINIMUM SYSTEM Processor P90 Memory 1 6Mb RAM WE SAY PI 66 essential: 3D accelerator card reconimended 



Sitting in a megaton 
piece of metal, dodging 
^ shell fire, A-10S and 
' mines might not sound 
like everyone's idea of a 
good time. Until, that is, you come across a dozen or 
so infantry armed with only assault rifles and the odd 
hand grenade - then the fun really starts. 




To describe M1 Tank Platoon II merely as a tank 
simulator would be a gross injustice. To all intents 
and purposes, it's a modern warfare simulator, and a 
superbly detailed one at that. Whether you play from 
inside a tank or opt to sit back barking orders, it's 
thoroughly absorbing. But it's a heavy-duty war 
simulation and won't appeal if you like your 
wargames a little more light-hearted. 



At this price, you've got no excuse not to own a copy of Prophecy. 



WING COMMANDER: PROPHECY 

O £1 4.99 • EA Classics • Out now 



TECH SPECS: 



MINIMUM SYSTEM Processor PI 00 Memory 16Mb RAM WE SAY 3Dfx card 

recommended 

The fact that there have been at least half a dozen 
games in the Wing Commander sjpace combat series, 
plus a movie on the way, says as much about its lasting 
appeal as it does about the taste of your average PC gamer. 

Although it's starting to look a little long in the tooth, Prophecy mixes 
the same blend of space combat and twisty-turny plot development that 
made the original games so endearing. It's got everything you want 
from a space combat game - apart from X-Wings, TIE-Fighters and a 
bloke in a mask with asthma and a lightsaber. 
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Hardened wargame fans will lap up Sid's faithful table-top sim. 



SID MEIER'S GETTYSBURG 

O £ 1 4.99 • EA Classics • Out now 



TECH SPECS: 



MINIMUM SYSTEM Processor P90 Memory 16Mb RAM 

Sid Meier is a genius at devising strategy games, but his wargames 
have always been too deep to appeal to all but the most hardened 
table-top melee fans. aficionados will balk at the complex methods 
required to crush an opposing army, but fans of the genre will revel in 
all it has to offer. While it's not for everyone, Sid Meier's Gettysburg is 
absorbing and fulfilling once you've done your time and learnt the ropes. 



PCZVERDICT 



81% PCZVERDICT 



77% 



98 PCZONE#75APR1999 



NKETZINE 



7 



ALESI 7 
BENETTON RENAULT 



THIS LAP 



F1 '97 boasts tasty visuals and a user-friendly arcade mode, but lacks detail. 



LANDS OF LORE: GUARDIANS OF DESTINY 

O £1 4.99 • EA Classics • Out now 



TECH SPECS: 



SYSTEM Processor P90 Memory 1 6Mb RAM 

Once strictly the realm of long-haired, yellow-fingernailed, Pratchett- 




m 



reading heavy metal fans, role-playing games are becoming a lot more 
popular as advances in 3D technology and more accessible formats are 
developed in an effort to broaden their appeal. That said, Lands Of Lore //is distinctly old- 
school in appearance, although it makes up for this with engrossing gameplay. Hardened 
RPG fans may leap up and down at the thought of yet another big fantasy world to explore, 
but the rest of us may be better off playing Final Fantasy VII (/^Z#66, 93%) or the fantastic 
Zelda: Ocarina Of Time on the N64 while we wait for the likes of Infogrames' innovative 
Silver, EA's keenly awaited Ultima: Ascension an(l Gremlin's highly anticipated Soulbringer. 



FORMULA 1 '97 

O !l1 2.99 • Argentum/Psygnosis • Out now 



TECH SPECS: 



MINIMUM SYSTEM Processor PI 00 Memory 1 GMb RAM WE SAY 3D card recommended 

Seemingly a million miles from the much revered F1GP2, Formula 1 
'97 was a slick blend of sexy, detailed visuals coupled with an 
accessible and user-friendly arcade mode that allowed mere mortals to 
career around official F1 circuits at 200mph. 

Although there is a simulation mode available for those who like a real challenge, 
there's little scope for developing a pit stop strategy, and fanatical F1 racing fans may 
find that F1 '97 lacks the attention to detail and 'grease monkey' ethic of Geoff 
Crammond's now aged classic. That said, if you can forgive the at times 'quirky' Al and 
out-of-date drivers, teams and livery, there's enough to keep you at it for hours. 
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G-Pollce: not much gameplay beneath the Blade Runner-siy\e graphics. 



Lack of a new 3D engine doesn't detract from Wonns 2's two-player mode addictiveness. 



G-POLICE 

O £1 2.99 • Argentum/Psygnosis • Out now 



TECH SPECS: 



MINIMUM SYSTEM Processor P1 33 Memory 1 6Mb RAM ALSO REQUIRES 3D accelerator card 

G-Police was originally a joint Play Station/PC release and was one of the first games to take 
advantage of 3D hardware acceleration. But its amazingly stylish good looks concealed the 
fact that it lacked content. 

The futuristic, Blade Runner-es(\ue visuals, coloured lighting and smoke effects and 
thumping soundtrack may have successfully wooed console owners by the thousand, but 
they didn't - and still don't - justify buying a PC costing six or seven times as much as a 
console to play it. The control system is quite cleariy designed with the PlayStation's 
controller in mind and the missions are largely unimaginative and repetitive. 



WORMS 2 

O £1 2.99 • MicroProse/PowerPlus • Out now 



TECH SPECS: 



MINIMUM SYSTEM Processor P1 33 Memory 1 6Mb RAM 

The original Worms (PCZ#33, 84%) was in many ways a triumph of 




, gameplay over graphics and proved to be one of the most addictive games 
ever conceived when played against a chum. 
Worms 2, the much-lauded sequel, offered slightly tidier graphics, 60 new weapons 
and even more fun-filled surprises that enhanced the still addictive gameplay, though it was 
essentially the same game with relatively few new tweaks. On budget, at least, this doesn't 
seem to matter as much as It did, and if you've yet to discover the charm of Worms, this is 
the version to buy. 
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Duke 3D: shootin* and swearin' a speciality. Bang! Oh, bother! 



FEEDBACK 

instead of Just letting you run riot and slag off our reviews, Richie 
Sltoemai(er has decided to fight bacic 



IT S YOUR SHOUT! 



SIN 

REVIEWED Issue 70, December 

Feedback is here to offer you, sC0RE9r/ 

the player, a ptetfom, to voice ^^^^ 

your opinions on any of the .^^,3 ^^^^ 

games reviewed in PC ZONE JIlMfc something 

over the last three months. gf^US on, and 

Whether you want to sing a ^ ^ constantly encourages 

game's praises or simply give ^ 

It a vertial beating, we wart to ^ s^oot people In 

hear from you. Remember to „ 

keep your comments between ^^^^^ ^^^^^ 

50 and 150 wonJs and im^lude ^ ..^^^^ .^^^ , ^^^^^^ 

your name, addrt»s and ^^^^^^ 3^ ^^^^^^^ _ 

WRITE TO Feedback, PC ZONE, then came SiN. I had my doubts 

Dennis Publishing, 1 9 Boisover because Other magazines slated 
SbBet, London wi P 7HJ jt, but to my surprise it's a top- 

E-MAIL Alternatively, e mail them to us at notch ShOOter - with the patch, 
letters.pczon6edennls.co.uk with that is. The single-player is far 
'Feedback' m the subject line better than I expected - not quite 

^ ^.^ //a/f-/./fe, but it's in 
multiplayer that it really shines. 
The levels are all well thought- 
out, each with its own theme. 
The Net play is also fluid: I get 
lower pings than with Quake //or 
Half-Life, but be prepared - the 
textures need a lot of memory." 
is Duke Nukem , computer Boy 

I ou' Comment 
3U so popular l n S as was olivtous In last month's 
crap! It may be fun Supenest, sin is a game you 
Iw«I«i.Ia either love or hate. I hated It, 
When you explode but Chrisloved it, and ashes 
the toilets and look the editor that means It's 

attlieilirt,|iost.rs. IZS^^::^ 

but the game is dUll^ forward to the Wages Of Sin 
ROBERT JACKMAN mlsslon pack. 




THIEF: THE DARK 
PROJECT 

REVIEWED Issue 72, January 
SCORE 90% 
Whatwethougtit 

"Because of 
the slower 
pace and less 
combat-oriented natore of 
the game, it almost crosses 
boundaries at times, 
becoming more adventure 
game than action." 
What you think 
O "Now, this is what I call a 
game! No more hopelessly 
walking into rooms, pumping 
people with bullets 40 times and 
hoping they're dead. At last, a 
first-perspective game that 
allows you to use your brains! I 
was at the edge of my seat all the 
way through. There's so much 
attention to detail and the levels 
are incredibly varied." 

Kirk Wagstaff 

Comment 

Unlike Keith Pullln, you clearly 
emerged relatively unscathed. 
His verdict was: "Great game, 
but bloody difficult" 

DUKE NUKEM 3D 

REVIEW Issue 63. May 98 (budget) 
SCORE 83% 
What we thought 

"Ofilrelsa 
brilliant game 
that beats 





Quake In many areas. But why, 
oh why, couMn't we have the 
Atomic Edition, virhtoh Includes 
the excellent Plutonium Pak 
misskmdisc?" 
What you think 
O "Why is Duke Nukem 3D so 
popular? It's crap! I was bored 
after two minutes. To any PC 
ZO/Vf readers out there who are 
thinking about buying it, I have 
one word: DON'T! You just go 
around shooting people and 
swearing. There's no adventure in 
it. It may be fun when you explode 
the toilets and look at the dirty 
posters, but the game is dull. I 
can't see Duke Nukem 4Ever 
being any better. If you want a 
shoot 'em up, buy Quake ir 

RobeilJackman 

Comment 

Clearly the rambllngs of a 
madman. Duke 3D is oM. 
Comparing it to Quake //is like 
comparing a 65-year-oM 
Brigitte Bardot to Cameron 
Diaz. And there are still people 
with PCs barely able to run the 
original Quake, let atone the 
3D-accelerated sequel. 

DUNE 2000 

REVIEWED Issue 70, December 
SCORE 62% 
What we thought 
''Dune 2000 Is substandard. As 
an updated Dune 2 It's fine. If 
that was Westwood's aim in 
developing the game, they have 
succeeded. But maybe they 
should have set their sights 
higher and created a sequel. 
They^re had long enough..." 



What you think 

0 "I'm fed up with people slating 
this game - it's nothing like Red 
Alertior a start! In f^ed Alert, you 
can make your base as big as you 
want and have as many power 
stations, turrets, air strips and 
factories as you see fit. In Dune 
2000, you're given a minimum of 
space to build your base - it's up 
to you to configure the base to its 
maximum production level. 

"You also said that all 
Westwood had done was "meddle 
with the missions a bit". Rubbish! 

1 found myself adopting strategies 
I'd never dreamt of before. In the 
Harkonnen seventh mission I was 
fighting for survival, having to 
watch where every Solaris went 
on repairing vehicles, structures, 
defences - and fending off 
dozens of Atreides attacks at the 
same time! And to top it all, ttiere 
was an Afi-eides base opposite my 
camp where they pumped out 
tanks. I had to defend myself 
against Ornittiopters with turrets, 
build walls to shut out tiie 
Sardaukar and all the while tiiink 
about an attack. . . in short, it's 
amazing." 

Simon Gould 

Comment 

Ybu are obvtously easily 
pleased. The simple fact is 
that next to Total Annihilation 
and DaikReignj Dune2000\s 
ugly, unsophisttoatad and 
twice as expensive The Al may 
be better than Dune2an6 Red 
Alert but those are no longer 
benchmark titles. The best 
thing about dime 2000 Is Its 



If you love SIN, this is what you can look forward to - the Wages Of Sin add-on pack. 
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ease of use and the well- 
balanced units - which there 
aren't enough of. Still, if you 
like it, that's fine by us. 

UNREAL 

REVIEWED Issue 65, July 
SCORE 93% 
What we thought 

'*Okay, we'll say 
It again: no, it 
isn't better than 
Quake IL Deathmatch lets it 
down. In single-player mode, 
however, it's pertiaps the 
sliclcest, most engrossing piece 
of entertainment you'll 
encounter this year." 
What you think 

0 "I bought Unreal afier a friend 
said it was better than Quake II. 
Bollocks! Quake //pisses all over 
Unreal. However, it is strange that 

1 find myself going back to Duke 
3D time and time again." 

Moby 

Comment 

Unlike some people... 

HERETIC II 

REVIEW Issue 72, January 
SCORE 83% 
What wethougtit 

"Heretic H 
is a welcome 




m 



' departure 
from the glut of first-person 
shooters flooding the market 
and introduces us to a 
character who might Just go 
on to be a star in his own right 
But, uttimately, it stands out 
as a missed opportunity and a 
flawed masterplec&" 
What you think 
O "How could you only give 
Heretic //83%? It is, without 
doubt, one of the greatest games 
ever and definitely the greatest 
action game. How can you rate 
Tomb Raider III higher? Heretic II 
is better in all departments 
(accept that Corvus isn't Lara). 
In fairness, you were right about 
the delay with the controls, but 
it's not too much of a problem, 
and I think your complaint about 
the lack of different enemies was 
unfounded - it helped to keep a 
strong storyline focused, instead 
of destroying it with too many 
different things. Maybe we'll see 
more enemies in an add-on 
(hint, hint). Get this game, 
people, it ROCKS." 

Karl Daly (aka DeLad) 
Comment 

What the hell's wrong with 
83%? It's a damn good 
score, and for fans of the 
Tomb ffa/def series. Heretic II 
is a fine investment If you 
read our Reviews Intro (on 
page 69), It says games that 




score between 80 and 89% 
are 'excellent games of ttieir 
type, and if you're a fan of the 
genre they're well worth 
buying', in Heretic ll*s case, it's 
the perspective and control 
system that make it one for 
fans only, even though it may 
be deeper and more rewarding 
In the kNig ran. 

HALF-LIFE 

REVIEWED Issue 71 , Xmas 
SCORE 95% 
What we thought 

"The Quake 
engine has 
been stretched 
to Its limit and Half-Life has 
something for everyone. It 
stays resident in the brain for 
some time, with rapid eye 
movement remaining a 
problem for a good couple of 
hours after playing, and 
sinister tentacles invading your 
consciousness. Half-Ufe is a 
virtual world of horror and pain 
and it toys with your mind." 
¥mat you think 
O ''Half-Ufe is one of the best 
games I have ever played - for 
the first two-thirds. The real- 
world setting and human 
opposition set it apart from every 
other shoot 'em up. However, 
once I entered the border world, 
Xen. I immediately lost interest. 

"Why, after making 70 per 
cent of the best game ever, did 
Valve find it necessary to fall into 
the 'alien world' setting - used by 
nearly every other FPS? It was 
incredibly disappointing after 
shooting it out with tanks." 

Hulme 

Comment 

We agree. But there was more 
in that 70 per cent than most 
games have in 100 per cent 

What you think 

O "Is it possible for me to 
describe my feelings about 
Half-Life in under 1 50 words? To 
do so, I'd have to attach a 
supersonic speaker to all the 
tallest buildings on Earth and 
scream loudly through a 
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Half-Ufe: It's ''ethnologically 
brilliant", apparently. 




Baldur's Gate doesn't have the depth of Ultima Online. 



BALDUR'S GATE 

REVIEWED Issue 73, February 
SCORE 85% 
What we thought 

jHyr "Baldur's Gate is a very competent game 
. IWroTl which has weeks of addicthre gameplay in 
^Vt^liinin^i ^ store for those willing to spend enough time 
with it to appreciate its hidden depttis." 
What you think 

O ''Baldur's Gate - only 85%? It is the best RPG for many a moon 
and a definite classic. I suspect the reviewer was either put off by 
the AD&D engine or the 2D graphics, but to give it a lower score 
than Diablo {PCZm, 88%) or Fallout 2 [PCZm , 86%), both of 
which are fine games, is laughable. Despite being the most 
ground-breaking RPG for a long time, it was given a measly two- 
page review, while any 3D action clone usually warrants four 
pages or more. 

"I am slightly biased because I enjoyed the old D&D games, 
such as Eye Of The Beholder, but consulting the charts for Jan/Feb, 
it seems a lot of other people agree with me." 

Steve Mounce 

Over to you. Chris: 

Baldur's Gate is not a classic RPG, in my opinion, because it 
doesn't do anything i haven't seen befora But it is, of course, 
an immensely enjoyable game - hence the score of 85%. 

The use of AD&D rules dMn't put me off in the slightest, as 
the 'guts' of the AD&D engine are completely transparent to 
those who don't wish to get invohred in such intricacies - a 
point I made clear in my review. First-person shoot 'em ups 
tend to get more coverage in ZdiVf because they are ahways 
at the top of our readers' Most Wanted lists, and so our 
editorial coverage reflects that. 

On a related note, I iv/// admit that umma Online has set 
such ridiculously high standards for role-playing games that 
any new RPG will straggle to compete, if you haven't played 
It, do so now and then refer back to my comments here. 

Chris Anderson 



microphone: "Absolutely 
brilliant!" The game sucks you in 
and will not let you go until you 
have seen every alien, every 
texture, every weapon and 
every area of the Black Mesa 
Research Facility. It has an 
involving, relevant plot and 
brilliant graphics, even on 
myP200 MMX with no 
hardware acceleration. And 
the Al! God! The military people 
throw grenades, work in groups, 
hide, run away, everything! It has 
brilliant sound, graphics, music. 



atmosphere, Al, gameplay, 
gameplay and, of course, 
gameplay. If you don't own this 
game already, you are missing 
out on one of the most 
ethnologically brilliant pieces of 
software this century." 

Philip Whitehouse 

Comment 

"Ettinologically brilliant"? 
You've obviously moved on 
from looking up words like 
'parp' and 'plums' in the 
dictionary. Still, you're right, 
lttilnk.C:^ 
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Jedi Knight : Dark Forces 11" 
\ Wvstcries ot tlie Sitli ' 



Shadows of the Empire" 




Star Wars Supremacy 



iilRG us 



X-Wina vs TIE Fi«hter 
& Balance of Power " _ 



PC CD ROM 

\\ W W liicasart> com ww w.Ntafw ais.com 



A RIVAL FAMILY IMPERILS YOUR LIVELIHOOD. THE EVIL EMPIRE'S PRESENCE IS LOOMING. 
YOUR ONLY HOPE IS TO JOIN THE REBEL ALLIANCE IN THIS EPIC STAR W//1/?S ADVENTURE WHERE 
ONLY THE TOUGHEST SURVIVE. THE LATEST IN THE UNIVERSALLY ACCLAIMED X-WING SERIES, 

ARE YOU WORTHY OF FLYING 
THE MILLENNIUM FALCON? 

X-WING ALLIANCE IS THE GREATEST STAR WARS SPACE COMBAT EXPERIENCE YET, WITH A 
CAPTIVATING STORYLINE TO KEEP EVEN THE MOST UNSHAKEABLE REBEL ACE AT THE EDGE OF 
HIS COCKPIT. ANSWER THE CALL TO ACTION AND FLY MORE THAN 50 DO-OR-DIE MISSIONS IN 
A BLAZE OF STUNNING SOUND AND EXPLOSIVE 3D ACTION. CONTROL X-WINGS, Y-WINGS, A-WINGS, 

PROVE IT. 

B-WINGS AND Z-95'S AS YOU DUEL IN DOGFIGHTS OR ORCHESTRATE HUGE FLEET BATTLES. 
IT'LL TAKE ALL YOUR SKILL AND DETERMINATION, BUT IF YOU CAN PROVE YOUR METTLE TO 
THE ALLIANCE, THEN MAYBE YOU'RE READY FOR THE ULTIMATE ASSIGNMENT: TO FLY THE 
MILLENNIUM FALCON INTO ATTACK AGAINST THE MIGHTY 
DEATH STAR IN THE CATACLYSMIC BATTLE OF ENDOR. 

© Lucasfilm Ltd. & TM. All rights reserved. Used under authorisation. 

PC CD ROM www.lucasarts.com www.starwars.com 
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Pity poor students. First they 
had their grants snatched 
away from them by the 
iron-clawed Thatcher and 
replaced with Student Debt 
Scams... ahem, loans, only 
to have the supposedly 
'education-friendly' New Labour dump 
them with tuition fees as well. 

With further education costing more , 
than an arm and leg these days, it's a 
surprise anyone bothers anymore. 
Fortunately, though, it's not all doom and 
gloom once you're through the doors and 




Cheap beer? Teen totty on tap? Itoenty working 
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hours a week? And learning how to design games? it can oniy happen at university, as Adam Phillips discovers 
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QUAKER NOTES 



Universities aren't the only places offering expert advice on game 
design. If you want to create your own Quake levels, check out 

Bilston College 






While the likes of Dundee 
and Derty offer all-singing, 
ail-dancing examples of 
comprehensive game design- 
related qualifications, there 
are also signs of smaller, more 
focused courses springing up 
round the country. 

While some may argue ttiat 
ttiey don't have much to offer 
ambitious students who want 
to make serious headway in 
the software industry, these 
courses do seem to be making 
genuine progress. 

Bilston College In the West 
Midlands is currently running 
an experimental course that 
offers tuition in designing 
Quake levels. 

Using Qoole, the course's 
lecturer, Darren Pearce - a 
man so dedicated to level 
design that we're tempted to 
slap him in our 'Obsessed' 
pages - hopes to see his 
experiment turn into a fully- 
fledged course. He enthuses: ''The course I'm going to offer Is called 3D level design 
and construction techniques. To begin with, It will teach the basics of level design. 

Students will be able to design their own levels, and 
test and tweak them while learning about some 
of the problems inherent in level design, 
such as leaks. The course will explain all 
the jargon, as well as covering the 
technical terms." 

There may be sniggers from the 
back, but the experimental version 
of the course has already attracted 
more than 30 people and the likes 
of Elite and Particle Systems have 
been In to ghre lectures. Oh, and 
one of Pearce's students ended up 
working as game designer on l-War. 

O For more details on ttie course, contact Darren 

Pearce on 01902 821000. 



n 

Lecturer Darren Pearce plans to develop his current 
classes In building Quake levels into a course on 3D 
level design and construction techniques. 
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Derby University's website is at www.derby.ac.uk. 
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You can look up Dundee's website at www.tay.ac.ulc. 



Q on campus. Discount beer, short 
working hours (until you start 
cramming in panic in the final year), 
and fantastically huge holidays to go 
on work experience at McDonalds 
(remember that student loan, folks) 
or to go backpacking round Europe 
(for those with well-off parents). 

For the gamesheads among you 
with a burning desire to rub shoulders 



chuckle smugly about porn courses 
(there's one in America, incidentally), 
and degrees in soap opera studies. 

But cynics should take a long, hard 
look at the success story of film 
schools if they need any evidence of 
what a qualification can do for you in 
a volatile and fiercely competitive 
arena - you'll soon see those smug 
grins wiped off their faces. 



^Cynics should look at the success of film schools If 
they need evidence of what a qualification can do for 
you in a volatile and fiercely competitive arena^ 



with coding gods and land a job at a 
top games company at some point in 
the future, you can now indulge in all 
of the above and learn how to slap 
together games in the process. Not 
bad, eh? 

Most of us are already aware of the 
game design-related courses 
emerging in the education sector and 
people still snigger at the thought of a 
'games degree' in the same way they 



When film schools first surfaced, 
they faced a similar queue of 
Doubting Thomases, but they have 
become a breeding ground for new 
talent and are now regarded as a 
valid starting point for anyone 
wanting to be the next Martin 
Scorcese. Or Russ Meyer. 

From Dundee to Derby, game 
design-related courses are starting to 
establish themselves in much the 
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' Scime way as film schools once did. 
And, according to the people who 
run the courses, the games industry 
needs them. 

"Many games companies have 
been founded by hard-working 
entrepreneurs working in isolation 
because of a lack of formal education 
opportunities in these areas," explains 
Dave Cook, senior lecturer at Derby 
University, which offers a course 



focusing on digital entertainment. "If 
a company required a computer 
graphics programmer, they had to 
employ postgraduates from a limited 
number of institutions, which in turn 
drove up the cost. 

"These graduates typically lacked 
the cross-disciplinary skills required, 
so the search was on for suitable 
talented individuals. At the same 
time, there was growing student 



demand for such courses at a lower 
level. We can now offer longer 
periods of study at undergraduate 
level, which allows students to 
develop a broad range of skills." 

A BIT OF EVERYTHING 

It's a wholly logical step to give 
students a wide set of skills in a 
rapidly evolving arena. The syllabus 
for Dundee University's computer 



games technology course reflects this 
approach, with subjects such as web 
authoring, object-oriented 
programming and computer graphics 
spread over four years. You can even 
learn Japanese if you fancy hopping 
on a plane to the land of Nintendo at 
the end of your education. 

Perhaps more important to game 
design-related courses is the software 
industry's desire for potential 



ON COURSE 



Your guide to some of the courses vying for the attention of budding game designers 



All courses generally require the following qualifications: Higher or A Level passes in 
mathematics or physics. For art-based courses you'll need Higher or A Level passes 
in art, design or music Phone your university of choice for full details. 





Programmer at luncii. 






sequences feature in 



BOURNEMOUTH UNIVERSITY 

Courses Three-year BA (Hons) course in computer visualisation and animation, and 
one-year MA and MSc courses in digital entertainment systems (games and 
entertainment rides), computer animation and digital special effects. 
Syllabus sample BA (Hons) course in computer visualisation and animation. 
Modelling, animation and rendering techniques, programming with an animation 
scripting language, algorithm design and C programming, motion studies, digital 
media applications and more. 
ContactTel 01202 595553 



This is how much fun Dundee University 
can be... according to the prospectus. If 
you're allergic to beer, that is. 



Dundee offers a comprehensive course 
and close contacts with the liltes of DMA, 
creators of Grand Theft Auto. 



UNIVERSITY OF ABERTAY DUNDEE 

Courses BSc (Hons) computer games technology, BA 
computer arts, BSc (Hons) computer games technology 
with Japanese and BA computer arts with Japanesa 
Syllabus sample BSc (Hons) games technology. For 
the first three years you'll study a mass of subjects, 
Including computer games, virtual environments, 
creathflty, programming, software engineering 
and mathematical modelling. The fourth year is 
spent on a games development project, 
personal study and a thesis, plus a set of 
personally chosen studies in, for example, 
entrepreneurship. 
ContactTel 01382 308000 

UNIVERSITY OF DERBY 

Courses BSc (Hons) digital entertainment (from 
September 1999), MSc computing (vision and 
visualisation) and BSc (Hons) computer studies 
(visualisation). 
ContactTel 01332 622221 



IVIiddlesex University's 
PlayStation-based Net 
Yaroze lab was l(indly 
donated by Sony. 





As pari of their programming interactive graphical systems option, students get 
to grips with the basics of game design. This is Car Tag by Matthew Follett. 



MIDDLESEX UNIVERSITY 

Courses BSc (Hons) applied computing, which includes an 

(optional fhre-module graphics strand, one of which focuses 
on games programming. 
ContactTel 0181 362 5000 



UNIVERSITY OF TEESIDE 

Courses MSc computer aided graphical technology 
applications, BSc in Interactive computer entertainment, 
BA and MA In computer animation and BSc and MSc in 
virtual reality. 

Syllabus sample Computer aided graphical technology 
applications. Creathre design and animation techniques, design 
principles, high-level language programming, graphical computing 
environments, digital visual effects, graphical mathematics and mora 
ContactTel 01642 342671 
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If Middlesex tickles your fancy, point your web browser at: http://vaxb.mdx.ac.uk. 



employees who can boast cast-iron 
qualifications. These days, bashing 
out code in the confines of your 
bedroom isn't necessarily going to 
get you a foot in the door - or even 
an interview. 

"All qualifications do - and it's a 
terrible thing to say if someone is 
working really hard - is make sure 
you get put to the top of the interview 
pile," admits Peter Molyneux, the 
resident game design guru at 
Lionhead. "Then it's up to you in the 
interview. I receive 50-60 CVs a day 
and I just don't have time to read 
them through to the end. I end up 
looking at the qualifications and 
saying: 'Oh, there's a First here - it's 
worth reading the rest of the CV." 

Having said that, Molyneux still 
has reservations about game design- 
related courses in general. "The 
worrying thing about these specific 
courses is that the industry is 
changing so rapidly. Three years ago, 
you'd have 3D, 2D and some kind of 
platform game module in the courses, 
but now you wouldn't even touch on 
that for a second." 



Molyneux wonders if a degree in 
maths, or maths combined with 
philosophy ("because you have to do 
a lot centred round logic, which is an 
interesting combination for game 
design"), would provide budding 
games programmers with a more 
valuable education. 

Others are less sceptical. Dave 
Jones, head honcho at DMA Design 
in Scotland and a graduate of 
Dundee University, doesn't see the 
rapidly changing nature of the 
games industry as a big issue. 

"Techniques and formal methods 
are the main items to learn," he says. 
"Specialising in an area such as 
advanced 3D techniques comes from 
the experience of working in a 
company for many years." 

GAMEBOYON 

Jones has a surprising suggestion 
for universities: "I'm pushing for 
Gameboys to be used as much as 
possible in these courses. It has been 
a huge success for years - it lets you 
try out a small project, focus more on 
design, and gets you up and running 
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Applied Computing (COM) 
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Modules a go-go: Middlesex's applied computing courses. 
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Career prospects: Bournemouth's BA (Hons) course 
in computer visualisation and animation. 



Stephen Bell: "Companies can help by 
donating copies of games for research 



very quickly. The essence of gaming 
can be captured on a Gameboy just 
as well as on the next super-3D high- 
tech console thing." 

The ideal solution to some of the 
industry's mixed feelings about the 
structure of game design courses is 
surely to offer their support to the 
education sector. While the games 

^The universities' 
approach is working - 
CodemasterSpVIS 
InteractivOp Bizarre 
Creations, Sony and 
other high-flying 
firms boast graduates 
from this new breed 
of course^ 

industry may have opinions aplenty, 
do any companies actually put their 
money where their mouth is and 
actively help the education sector? 

"While we don't have an 
appropriate placement scheme at the 
moment, companies seem fairly 
supportive," offers Peter Passmore, 
senior lecturer at Middlesex 
University, which offers a BSc in 
applied computing with a game 
programming module. "Sony donated 
a lab's worth of Net Yaroze 
machines, which was good 
news for us." 
Other forms of direct 
support include lectures 
by industry speakers 
and recruiting visits, 
but do the universities 
think the industry 
could be doing more 
to help them create the 
next generation of 
gaming heroes? "Yes" 
was the answer from 
everyone we spoke to. 
Dr Stephen Bell, senior 



lecturer at the National Centre for 
Computer Animation at Bournemouth 
University, has very clear ideas about 
what is needed: "More donations in 
kind would be welcome, but there 
seem to be few, if any, tax concessions 
to encourage firms to offer support. 

"A very useful way in which 
companies can help is to donate 
copies of their games to us so that we 
can use them in teaching and 
research. Placements and student 
sponsorships would be very welcome, 
as would prizes to be awarded for 
exceptional student work." 

INDUSTRY ADVICE 

Bell also has plans to set up an 
Industrial Advisory Board to create a 
formal route for the industry to advise 
universities on course development. 

Molyneux agrees that this is a vital 
step: "More universities should seek 
the advice of people in the industry 
for help with the syllabus, and that 
should not be something that's done 
once every three years - it should be 
done annually. They should be 
constantly updated, even for courses 
that are ongoing, rather than setting a 
syllabus for the whole three years. 

"Some of the things being taught 
are wrong and education should 
address that. The industry should 
make itself more available, as well." 

While the way forward for the 
education sector is clear enough, how 
useful have game design-related 
courses been to those who have 
already completed them? Judging 
from universities' lists of successful 
graduates, their approach is working 
- Codemasters, VIS Interactive, 
Bizarre Creations, Sony and other 
high-flying firms boast graduates 
from this new breed of course. 

PC ZONE can't help but feel that in 
five years' time, such 'game schools' 
will be considered as important in the 
games industry as film schools are in 
the world of cinema. 053 
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IT ON THE NET 

brianlara.com 
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at:ypli faster than 
You're playing on Ijstinct and gut reaction 
Knock it for six an^and you're a hero. 
Miss it and you'f€»history. Brian Lara Criclcet - cat 



Ail round 3D3Ifith motion captured players 
7 tournameo^types: Play every kind of internationalifrjcl 
from a 10 ojfer slog to a 5 day test / 
6 3D-modfflled stadia from the World's cricketing na^ 
0?r&yers with real-playfflStatistics and 15 int^ 

Boycott and Jon 
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Official PlayStation 
Magazine 

"So slick, you could 
be watching it on the telly. 



PlayStation 





I 



"An essential buy. 
A masterpiece." 






' stuck on a game? Black 
clouds hovering gloomily 
over your head as you try 
to make some progress? 

I Well lighten up! Here 

I comes the PC ZONE team, 
beaming down like an 
intense ray of sunshine 
to blast away those 

if cumulonimbus and 

Inimbostratus and bring 
a golden glow to your 
, gaming life... 



IN TMIBS THIS MONTH... 



114CHUTMASTER 

If at first you don't succeed. . . cheat. Altow us to 
show you how it's done. 

115 DEAR KEITH 

We know how frustrating it is to get stuck on a 
game. Which is why Keith Pullin's here to provide 
the answers. 

116 ALPHA CENTAURI 

Hints, tips, advice, clues, whispers, allusions, 
prompts, pointers and pearls of wisdom to help you 
through the game. 

118BALDURSGATE 

Hacking, slashing and cheating his way through 
this year's epic RPG, everything Andrew Wright 
does, he does it for you. 

124THIEF 

If you aim to get through it, you could do a lot 
worse than to read wot we wrote about it t)efore 
you set off. 

128 HOW TO... 

Part 2 of our guide to making your very own 
Half-Life \e\je\s. 

135 DEAR WAZZA 

Need a hand with a technical query that's bugging 
you? Our tech-head Wazza is here to help. 

138 WATCHDOG 

Not satisfied with the service you've received? 
Pissed off with being fobbed off? Allow f>CZONE 
to take up your case. 



YOUR HOSTS 



Warren 
Chrtsmas 



P 





Adam 



Andrew 
Wright 




CHEAT 
MASTER 

Get rich quick; be iilce Beclcliam (or maybe not); 
improve your boy racing siciiis... It's aii here 

O CHEATMEISTER Keith Pullin 



ON THE CD 





We've got over 
1200 games tips 
and solutions 




squeezed on to tills 



Wand 



i CD. Check out tlie 
Editorial section of your CD-ROM 
browrser to trade ttiem down 



NEED HELP? 



If your problem's game-related, 
get organised and... 

WRITE TO Dear Kelth/CheatlMaster, 

PC ZONE, Dennis Publishing, 

1 9 Bolsover Street, London W1 P 7HJ 

EMAIL lettars-pczone^dennlsxcM* 
with 'Dear Kaltli' or XttealMaster' in 

the subject line. 

WAR OF THE 
WORLDS 

GT Interactive 
To activate the following codes, 
type tliem In on ttie 'battle' or 
hwar' map. 
ICOMEBACK Show all research 
ATCHOOO Destroy all Martians 
(battle map only) 
PUNYHUMANS Destroy all humans 
(battle map only) 
YOUUKErr Boost efficiency to 
100 per cent 

KING'S OUEST: 

IMASKOF 

ETERNITY 

Sierra 

Access tiie game console by 
holding Shift, Ctrl and 7 at the 
same time. Don't worry about 
the password prompt, Just hit 
Enter. You can now enter the 
following pearls of wisdom in 
lower case. When you're done, 
press Shift, Ctrl and 7 again to 
return to the game, 
noconcollide Clipping mode (walk 
through walls etc) 
concolllde Toggle clipping 
mode off 
god Take a wild guess! 
Return to normal 



Teleporttoany point 
on the map 
Edge forward through 
walls 

glv^ptem] Eg 'Give Dagger' -type 
in an item from the list 
below to add it to your 
inventory. NB: these are 
case sensitive 
Dagger SmallAx 
Broadsword Mace 
LakeSword SkelKingSword 
BattleAx WarHammer 
Pike LongSword 
FlameSword TempleSword 
SmCrossbow AzrielHammer 
SmCpndCBow ShortBow 
LongBow CrossBow 
CpndCrossbow FlameBow 
IceCrossbow WeeperEyes 
DemonRocks SkelBow 
SImSlime WItchBolt 
Lava Fists 
Icicle Armour LeatherGloves 
LeatherArmor LeatherBoots 
ChainMailShirt ChainMailGloves 
ChainMailSult PlateMail 
BronzePlate FullArmor 
Helmet TempleArmor 
GodArmor (health and magic 
Items) Mushroom 
SacredWater Crystal 
ElixirOILife Clarity 
Invisible Invulnerable 
Strength RingOfDeadHero 
Ashes Candle 
SllverColns MagicMap 
RopeAndHook RingOfLight 
KeyToDeathMaze IceShard 
Mold BrokenShield 
HearingHom BIrthdaySult 
AntiPoisonFlower 
GreenMushroomPiece 
Rock IronLock 
OakRoot LodeStone 
CrystalPyramid BlackDIamond 
AmberGlow BasiliskTongue 
FireGem PipeCapl 
PlpeCap2 DragonKey 
RockKey BlueAdamant 
Paddle Feather 
GoodSkull BadSkull 
RoundKey SquareKey 
Ladle hmhand 



Maski Mask2 

Masks Mask4 

Masks Piecel 

Piece2 Pieces 

Piece4 Scroll 

LadyBell RustedLock 

KeepKey StoneOrder 

MetalShaft TruthKey 

LIghtKey OrderKey 

MartleTabletO MaskMedalian 

Grail MaskSB 

Pieces UniHom 

SpellPage Maski A 

Piecel A Darl^Pyramid 

ShardFuse MartleTabletl 

MarbleTablet2 MarbleTabletS 

GriffRoomKey GrIffCageKey 

ClockShaft HookDown 

HookUp SpinningMask 

Orcbow Spear 
IceLever - Lucreto's sceptre 
LucretoFire - Connor starts with 
no weapon or armour 

NoRanged NoArmor 

BLADERUNNER 

Virgin 

An oldie, but still popular. For 
unlimited money, start a new 
game on the easy setting, and 
when IMcCoy stops in front of 
the animal store (Runciter's 
Animals) restart the game, 
again on easy. You should now 
have unlimited money - you 
can chedt by accessing the 
menu and looking at the money 
screen. If It shows infinity, 
you're laughing. 

POWERSLIDE 

GT Interactive 
We printed some cheats for 
this one a couple of months 
back, and damn good ttiey 
were too. However, here's 
something extra we've found, 
enabling access to all levels. 
Just type In these names while 
on the 'sign in' screen: 

Jeff Access advanced levels 
AaronFoo Access expert levels 
Megasaxon Access all levels and Al 
editor 
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CALL OUR 

TIPS 



0171 
917 7698 

iiiuiisi.3om-5.3iini 



Richard 
Crook here 
will answer 
any question 
you have. 
Possibly 



Email US for a 
quick response: 
Tipszone@hotinail.coin 



MECHWARmOR2: 
QHOST BEAR'S 
LEGACY 

Actmsion 

Somehow we never got round 
to printing these cheats. Hold 
Alt, Ctri and Shift, then type: 

Infinite ammo 
Destroy targeted Mech 
Kent Invincibility 
Clark X-ray vision 
Kaboom Blow up your enemies - 
and yourself, wittiout ttie 
Invulnerability code on 

8UAKE II: 
ROUND ZERO 

GT Interactive 
Access the console using the - 
key and type in the following 
items with the 'give' command: 

ChalnFist 
ETF Rifle 
Plasma Beam 
Prox Launcher 
Tesia 

Double Damage 
Hunter Sphere 
Defender Sphere 
Vengeance Sphere 
A-M Bomb 
IR Goggles 
Doppleganger 

Flechettes [ammo for ETF Rifle] 
Prox [ammo for Prox Launcher] 

VIPER RACING 

Sierra 

As far as racers go, this one's 
pretty tough. Here are a few 
tips to ghre you that razor 
sharp driving edge... 

O When starting a career concentrate 
on chassis and handling upgrades as 
opposed to speed and acceleration. 
O Don't slam down the accelerator 
when the lights go green; take it easy 
and wait until the tyres take grip. 
O In career mode, save the game after 
your last good result. This way, you can 
reload and buy different upgrades if 
the ones you've bought aren't up to 
scratch. 

O If you don't win the league, you get 
to keep whatever money you've 
accumulated over the season. Stay in 
any division for a few seasons, 
winning a few races here and there, 
and you can stockpile loads of cash 
and buy better upgrades. 

STAR WARS: 
SHADOWS OF THE 
EMPIRE 

Activision 

The Force' not helping? Try 
these: 

In-game Map When on foot hold 

crouch for 15 seconds 

Shield When on foot, hold 'C for five 

seconds 

Ry X-Wlng In the Skyhook battle level, 
hold 'C for five seconds when you're 
flying the Outrider 



Ry TIE Rghter Hold *C' for five seconds 


NUMBERTWO 


Infinite secondary 




when flying the X-Wing Fighter 




weapons (missiles 


U dpOrCS 


Ry Outrider again Hold 'C for five 




and bombs) 


No ctieats yet, out tnese nims 


seconds when flying the TIE Fighter 


HIKEN 


Hidden secondary 


snoulo gei you scunng goais. 


R Testers ROCK Type this as your 




weapons 


O Confuse the opposition by altering 


name at the start of the game for a 


CREOfTS 


Stylish credits appear, 


team strategies constantly throughout 


level select 




as in Star Wars movies 


a match. 


Use the name 'Credits' to watch the 


LcMWHKUUT 


Activates force 


%^ 1 He ro ovcmcdu view yivca yuu uic 


end sequence 




feedback for PC 


best angle, and is essential for 






joysticks 


intelligent, incisive play. 


STAR WARS: 


GUNDARK 


Modifies force 


O Getting crosses in deep from the 


ROGUE 




feedback control for 


by-line is a great way to create 


SQUADRON 9I# 




PC joysticks 


chances, especially if you have a very 


Activlsjon 


CHICKEN 


Play as an AT- ST 


attacking formation. 


Choose 'Settings' from the 


DIRECTOR 


View all the cut- 


O Comer kicks should t)e taken low 


console, and then click on 




scenes; select 'At the 


and very hard towards the near post. 


'General'. IVpe tlie cheats 




Movies from the High 


Stick a man in there and you should 


where It says: "Enter Passcode 




Scores menu to 


score mayl)€ 50 per cent of the time. 


Here." To cancel a passcode. 




activate 


If you don't score straightaway, stay 


simply click on it and press 


MAESTRO 


Listen to all the sound 


alert for rebounds. 


Shift and Del. 




themes; select 


O Master the flick-over and step-over 


lAMDOIlY Unlimited lives 




'Concert Hall' from the 


nutmeg moves to win the Professional 


TOUGHGUY Allpower-ups 




High Scores menu to 


and Worid Class modes. 


(advanced 




activate 


O Keep the ball in your opponent's 


blasters/seeker 


NEUC 


Destroy all Imperial 


half of the field and you'll get more 


missiles etc) 




ships on the radar 


than your share of goal-scoring 


USEDAR)RCE More accurate shots 


UNUOT 


Land and do repairs 


chances. 



DEAR KEITH 



Angry? Frustrated? Feel like you're about to blub? Don't worry, Keith PullMs got the answers 



GUNNING FOR YOU 

H Future Cop LAPD Is driving me mad! 
Whatever I try, I wind up dying and 
back at the start I once reached a huge 
monster at the end of the first stage, but 
my Joystick freaked out and yet again I 
ended up a twisted wreck on the floor. 

Paul Buckland, Worthing 

□ Couldn't agree with you more - it's an 
absolute pain in the backside getting 
through that first level. Take it slowly. 
Sometimes you can destroy enemies when 
they are just off tfie screen. As for the end- 
of-level monster, the idea is to sidestep 
behind the pillars to avoid incoming missiles, 
and then leap out and fire back when you get 
the chance. Keep doing that and eventually 
you'll reach the next stage. 

PRECISION TIPPING 

Hl'm trying to win a few races on 
CART Precision Racing but it seems 
my car just isn't up to the job (it's nothing 
to do with me, you know), is there any 
set-up advice ttiat can help me In my 
quest to become champion? 

Alan Bray, Utoxeter 

□ Oh, come on, you do have to take some 
responsibility - you are the driver, after 
all. My advice is to go for linear steering on 
road circuits with tight corners, and non- 
linear on ovals and road courses with big 
sweeping turns. Apart from that, always 
keep your eyes on the road. 

GANGSTATRIPPIN' 

Hl've recently purchased Gangsters: 
Organised Crime and I'm having 
trouble getting to grips with the damn 



thing. Have you got any tips or hints? 

Paul Fannon, Ashford 

□ It's crucial that you get the right people 
in the right teams. The correct use of 
gangsters and their skills leads to a higher 
success rate. Good lieutenants can organise 
the team more effectively, enabling more 
orders to be performed and better people 
on each job. Hope that helps you. 

PLAN OF ATTACK 

0 Please help me. On the seventh disc 
of The X-Flles, I've shot the cook, run 
away from Mulder, and now I cant lure 
him into that glass containment thingy. 
What shall I do? 

Teresa Greer, Rochester 

I As always, the solution is simple when 
I you know how. Just throw the plan to 
Scully. She won't shoot you, and you win the 
game. Easy, eh? 



CHICAGO BLUES 

01 was ghren Carmageddon //for 
Christmas and I'm stuck in Group 10 
on The Bruise Brothers stage. What's the 
best vehicle to kill the police cars with? 
And how do you do it in less than five 
minutes? 1 hope you can help, because 
I'm so close to the end. 

Colin Bertram, Bristol 

□ Vehicles aren't important on this stage. 
The best solution is to embark upon 
some high-speed car chases, and force the 
police into walls and other deadly traps. If 
you pick up the right power-ups and get 
down to some nifty driving, you can usually 
get them to trash themselves within four or 
five minutes. 



MANUAL DEXTERITY? 

HI bought a game called Rhfal Realms 
which is pretty cool, but I don't know 
how to repair my ships. I have a harhour 
and everything, but they just dont want 
to be fixed. What I'm doing wrong? 

Ben Howe, Suffolk 

□ I'd say you're suffering from 
cantreadmanualitis. If you click on the 
ship's power bar, it returns to the hartwur 
and repairs itself. 

WING PIECE 

HI'm having a few teething problems 
with Wing Commander Prophecy. 
Hrsfiy, I can't shoot any ships. Secondly, 
my wingmen are unwilling to assist me. 
I could certainly do with a hint or Who. 

Charles Alcock, Bumhanhon-Sea 

□ You've got to remember that the enemy 
ships recharge their shields like you do, 
so unless you pump a few good shots in 
succession into them when their shields are 
down, you barely hurt them. Try targeting 
their engines too. This is the weakest area of 
the ship and is highly susceptible to missile 
strikes. As for your wingmen. . . My guess is 
dead men can't respond. Know what I mean? 

LARA CHEATS 

His there a cheat for Tomb Raider III 
yet? 

Amy Brown, York 

□ There sure is. Move your joypad (or keys 
- whatever) in the following directions 
(L=left, R=right) very quickly: L2, R2, L2, L2, 
R2, L2, R2, L2, R2, L2, L2, L2, L2, R2, L2, R2. 
R2, R2, R2, L2. Do it correctly and you can 
access any level in the game. 
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ALPHA CENTAURI 



STRATEGY 




Britain once liad an empire. And tiien slie lost it. Andrew Wright sho}Ns you liow to avoid tlie same fate 

O REVIEWED PCZm SCORE 92% 



For years, the uncrowned king of turn-based strategy games has 
been Civilization, but there's little doubt about the line of 
succession. Alpha Centauri \nas scores more units to build, 
dozens more winning strategies, and a wicked A) that gives 
even the most experienced solo player a bloody hard time. 
What makes Alpha Centauri so fascinating is the added depth and 
the sheer range of strategic options on offer, none of which bog the 
game down or stop you getting to grips with the interface. As well as the 
usual path to victory by way of battering the opposition senseless with a 
huge array of weaponry, you can also win by building your way to 
complete domination of the planet, or by forging solid pacts and 
diplomatic alliances. You can even win by researching your way to 
transcendence, man's ultimate goal. But before you get even close, you 
have to get that first base up and running. 



ESSENTI AL TACTICS 

Some tactics are underused even by experienced 
players. Here are the most crucial ones 



FLOODS OF 
TEARS 

Lateral thinking works 
wonders: two or three sea 
formers can lower enemy 
bases Into the sea by 
terrafomimg. You can also 
dig 'canals' for protectkm. 




WAIT 

Use cheap speeders hi a 
stack to recce enemy 
territory one square at a time, 
then press 'W for 'Walt' while 
you bring up ttie ottiers. 

FOREST FOR 
EVER! 

Plant forests (Shift-i-F) in 
awkward squares. They 
produce balanced resources, 
and often expand by 
themseh/es, eliminating 
fungus. In other words. It's a 
cheap way of terraforming. 



O Handy if you run out of room. 
The fonners on ttie left expand 
ttie faction's own island by 
tefTaforming, wtille ttiose on the 
rigiit lower ttie enemy's 
landscape. 

WAYPOINTS 

Set up waypolnts for moving 
units. When the movement 
arrow is over a planned 
waypoint, Just hit the 
spacebar. 




G Forests provide good, 
balanced production. 

PRIMARY 




stacking isn't paiUcularty 
advantageous (defence 
points aren't combined), but 
if you have a unit with high 
defence In among them, use 
Ctri-i-D to make that unit the 
primary defender. 





lake time out to study ttie lie of ttie land - and get tliose pods and scouts moving. 



TOUCHING BASE 

The planet looks quiet enough, 
but you've got to defend yourself 
from random mindworm attacks 
as well as from the possibility of 
an aggressive faction landing 
close by. Build one unit to protect 
your base, and another to explore 
the map for your next base site. 

To start with, your number one 
priority is population growth, 
because you need people to bring 
in resources, carry out research 
and build more bases. After all. 



there's no use having mines if 
there's no one on hand to dig out 
the resources. 

A word here about the blind 
research rule. The default is on, 
but if you want some say in how 
your faction develops, switch it 
off. One of your first tasks is to 
research Centauri Ecology (E1) so 
you can produce terraforming 
units and bump up nutrient 
production. 

Look at the land around your 
home base and note which 




Note tliat if an enemy unit - or even a friendly one - lands in a square, 
you won't be able to harvest what's there. 



squares are producing. Now exit 
the base screen and use Shift+R 
to look at each base square in 
turn and decide which ones you 
can improve with forests, farms, 
mines and solar energy 
collectors. 

Aim for Recycling Tanks pretty 
quickly (you need D1 Biogenetics) 
as this adds an extra resource of 
each type to your base square 
production. If you're being left 
alone, the Weather Paradigm 
secret project speeds up 
terraforming and lets you build 
condensers. Each one gives you 
+1 nutrients and ups rainfall in 
the eight adjacent squares. 

Never underestimate the value 
of nutrient production, even later 
in the game when you've got 
bases of even 20 population. Half 
your base squares should always 
be gathering nutrients, with the 
rest split evenly between 
minerals and energy. 

Put up more bases as fast as 
you can. Start building colony 
pods double quick and don't 
worry about them overiapping. 
Each base has 21 squares to 
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The Spartans invade the Gaians. 



harvest and can survive on a third 
of that until much later on. Build 
smaller 'satellite' bases of two or 
three population to help support 
your military units. Clustered 
bases enable a rapid response if 
you're attacked. 

There's always some blighter 
who wants to spoil the show, and 
it's likely to be the Spartans, Hive 
or Believers. Watch your back if 
one of them is next to you - they'll 
find any excuse to attack you, but 
if you can damage them enough 
they usually settle for a pact. 

Useful techs to go for are B1 
Industrial Base, which gives you 
synthmetal armour. On a big map. 
Doctrine; Mobility (E1) gives you 
two squares a turn movement. If 
you spot the chance to squash 
another faction early on, Applied 
Physics (C1) gives you lasers 
(Firepower 2). Social Psych (B1) 
isn't too appealing initially but it 
gives you a crack at some good 
stuff later. Whichever way you go, 
put some thought into it and stick 
to your plan as far as possible - 
dead end research is a waste of 
time and resources. 

If you want to get ahead, it's 
better to stick to one path and go 
further along than to spread your 
research too broadly. If you're 
determined on a military 
campaign - or you've got nasty 
neighbours - don't just stop at 
lasers. By the time your units 
mass for the attack, your 
opponents will have the same. Go 
for Information Networks (D1) and 



Potest eii>*n^l5 i> - >y 



Non-linear Mathematics (C2) 
which give you particle impactors 
(Firepower 4). 

GETTHOSE E 
NUMBERS RIGHT 

Hitting the 'E' key is guaranteed to 
cause confusion. Most players are 
probably happy to find a 
combination that leaves no 
blindingly obvious weaknesses, 
and with most factions getting 
between 40 and 60 different 
combinations by the middle of the 
game it's often something of a 
click-and-play lottery. 

The words are irrelevant; what 
you're looking for is the 
combination of numbers that 
gives you good growth and 
research and still enables you to 
keep a few attacking units 
scattered about.The University, 
Gaians and Believers always have 
a negative modifier somewhere, 
but the Spartans, Morganites and 
Hive come out on top. 

The UN Peacekeepers can 
choose fundamentalist politics 
and simple economics in the early 
stages to get positive numbers 
across the board, but the 
Spartans get the thick end of the 
wedge. The democratic, planned, 
power and eudaimonic option 
gives them the best all-round 
combination (a total of +1 1 ,) but 
there's an awful lot of research 
behind it. The Hive, it appears, can 
support the most military units 
without penalty (police/green/ 
power/eudaimonic). [3 




BUILDING 
BLOCKS 

Apfiarently there are more than 
32,000 different weapon, 
chassis, armour and special 
ability combinations, so there's 
no excuse not to have the right 
units in the right place. The 
worlcshop automatically 
produces the most useful units 
(unless you switch It off, of 
course), but It can't cover every 
eventuality. 



M»5tA 

f 








^3 





O Armoured sea formers are 
handy if worms or enemy ships 
are iMing a nuisance. 




O Need to expand quicldy? 
Needlejets with colony modules 
are great for building bases 
quicldy In far-flung spots. 



O One invaluable unit Is the 
supply crawler, which can exploit 
distant resource-rich squares 
outside your base areas. 
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Hacking, slashing and cheating his way 
through this year's epic RPG release Is 
Andrew Wright 



O REVIEWED PCZm SCORE 85% 

To complete Baldur's 
Gate you're pushed 
along the distinctly 
linear plot, but you 
should take plenty 
of time out to explore the 
Sword Coast and gain as much 
experience as you can. You also 
need decent weapons, armour 
spells and potions for the climax. 
The first few locations can be 
taken on at first level, but after 
that you need to move up fast. 
Don't go underground until at 
least the third level, preferably 
fourth, and don't dally north of 
the Friendly Arm Inn until at 
least the fifth level. 

Despite the fact that you 



have to complete major quests 
in a particular order, chapters one 
to six offer lots of leeway and no 
time limit, so cover every nook 
and cranny, fighting, searching 
and resting all the way. 



PROLOGUE 



Your mission is to team up with 
Gorion, but not before you've 
explored Candlekeep, earned as 
much experience as possible and 
lined your pockets. Get Firebead 
Elvenhair's scroll from Tethtoril (in 
the central gardens), and retrieve 
Phlydia's book, Hull's sword and 
Fuller's bolts. Visit the infirmary 
for your free NHS potion. Thieves 




CHOOSING A CHAMCnR 



There are plenty of options when you first start out, so what should you take 
Into consideration when deciding who to play as? 

The obvious choice is a human fighter for real weapon power, a good helping of gold and 10-f hit 
points. Next is the cleric, a second-rate fighter but handy with cure spells. Tempting as it is to start 

with a mage, remember that you might not last 
too long, as they get only four hit points per 
level before constitution bonuses. 

On ttie plus side, you meet a fighter/druid 
and fighter in the Friendly Arm Inn, so you get 
some reasonable foot soldiers. You can't recruit 
a good mage until well into the game, but keep 
those scrolls anyway. 

The best option is an elfin mage combined 
with something else such as thief, as this ghres 
you the best of all worids - sneaking and 
pilfering, casting spells, and the elf's extra 
abilities with bow and long sword. 

Thieving plays a big role in Baldur's Gate- 
there are hundreds of locks just begging to be 
picked - but your first recruit will undoubtedly 
belmoen. 

If you play safe with a fighter, as a human 
you can always dual class later for example, 
when you get to be a third level fighter you can 
switch to being a mage, cleric or thief. Just 
make sure your relevant ability is 17 or more 
at the outset. Once you get to fourth level In 
your new class, you have both sets of skills. 




Keep clicldng until you get a good set of dice roils. 
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WALKTHROUGH 



with good skills should try the 
locked chests, but make very 
sure nobody sees you. In some 
locations, nobody seems to give 
a monkey's, and in others the 
town guard arrives in seconds. 

Two assassins will try to kill 
you, but you should come through 
unscathed as it's pretty well- 
fixed. After a walkabout, visit 
the inn and equip yourself as best 
you can. Choose a good weapon 
you're proficient with, and get a 
ranged weapon too - bows and 
throwing daggers are an excellent 
choice. Then speak to Gorion and 
watch the show... 



CHAPTER 1 



After Gorion's death, team up with 
Imoen and get the goodies from 
Gorion's body. Follow the road 
east and join Xar and Montaron. 
They're both evil, but they help 
to start with. 

On the next map east, follow 
the road north, and before you 
enter the inn head along the south 
side of the map for the Ring of 
Wizardry (see the Magic Items 
panel on page 128). 

Inside the walls, a bounty- 
hunting spellcaster is waiting 
for you at the foot of the stairs to 
the inn. Hit him with long-range 
fire and let the guards take care 
of him. Inside, add Khalid and 
Jaheira to your party - they're 
essential. 



O Get her ring back and she'll be 
very grateful. Well, she'll give you 
some experience, anyway. 




G Listen to the town crier - he 
has news of how to win SOOOgp. 

Visit the upstairs rooms to get 
two more sub-quests, and see a 
lady in the house near the gate 
for a third. The hobgoblins who 
stole her ring are found on this 
map, outside and north-west of 
the inn. Return the ring, rest up, 
and hunt down the ogre in the 
extreme east of the map south 
of the inn (where you've already 
been). Give the dwarf his girdle 
back, but sell the other as it's no 
good. Visit the temple and, if you 
can afford it, buy the stone-to- 
flesh scroll because it gets you 
half-price access to a cleric later. 

Now head two maps south to 
Beregost. Be prepared, because 
if you get 'waylaid by the enemy', 
you'll have to fight. Use Jaheira 
and Khalid (and the evil halfiing) 
for mel6e combat, and the rest 
for missile attacks. Collect all 
the enemies' weapons and 
armour to sell later. 

Beregost is probably going 
to be your base of operations for 
some time, so it's well worth 
getting to know it. One of the 
Friendly Arm Inn quests is to clear 
out some spiders. They're in the 
house just west of the Jovial 
Juggler - but be sure to have your 
antidotes in your quick-item slots. 
Grab the spider body so you can 
complete the sub-quest on your 
next visit to the Friendly Arm Inn. 

Visit Feldepost's Inn and deal 
with Mar and Dunkin as tactfully 
as you can (options 1,1 ,3,3,1 in 



each of the dialogues) for an easy 
900xp. If Xar and Montaron are 
whining, remove them from your 
party - but not until you've taken 
all their useful possessions. 

In a building just north of the 
Feldepost Inn you find a dwarf 
fighter called Kaigan. Accept his 
quest, go one map north, and 
when he gives up, whizz straight 
back to Beregost. He joins up 
permanently and is handy to 
have around. 

In the town square, listen to 
the town crier and then continue 
your pub-crawl east to the 
Burning Wizard. Outside, accept 



Garrick's quest, but kill his 
girifriend as soon as she attacks. 
She's bad news and can cast 
lightning bolt which is almost 
sure to be fatal. You need to 
strike fast to stop her spell- 
casting. The bard joins up 
afterwards and you get 900xp. 

On the east side of Beregost 
there's a smithy with some 
interesting stuff for sale. Visit his 
place in the dead of night, and if 
you unlock one of the chests 
there's a +1 bastard sword. 

Another house on the east side 
contains a lady called Mirianne. 
Later you find a letter which 



CHUTING 

If you Just can't make n, 
give yourself an edge 

If you want to get ahead play 
multiplayer with yourself and 
start off with four good first- 
level characters. That way you 
get a good head start 

The second way is to use 
the import/export featura 
Create a character you like, 
and fight your way around the 
first few maps. Be thoroughly 
evil and dont wofry about your 
reputation. Kill bartenders, 
good guys... anything that 
moves and is an easy target. 
When you're doing well, export 
the character, import it into 
a new game and repeat the 
process. When you're third 
or fourth level, export and 
import again and play as 
Mr Nice Guy with a new 
unblemished reputation. 



G Hunt down the ogre and 
remove his girdle. If that 
turns you on. 
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d proves her husband is still alive. 
When you take it back to her you 
get a +1 ring of protection. 

Up in the north-east is a large 
nobleman's house. A skilful bit 
of burglary here should reveal 
a useful wand of lightning which 
gets you out of one or two 
scrapes. There's often something 
that's worth taking from the 
mage's house, such as a wand 
of lightning. 



CHAPTER 2 



dwarf - he hangs about, so you 
can get him back later. 

Your main task is to find out 
what's happening in the mines. 
There are five levels filled with 
kobolds and spiders, plus a few 
traps (a job for the priest and the 
thief). On the deepest level is 
Mulahey, an evil mage who 
'summons' skeletons and 
kobolds. Kill him whatever 
happens, and collect his letters 
as evidence for Berrun Ghastkel. 




G I've Just turned Branwen from 
stone to flesh - and I ttiink I can 
see some peeping out too. 



Now go to Nashkel but be 
prepared for another mage 
bounty hunter. Find Berrun 
Ghastkel, who asks you to solve 
the problem in the iron ore mine. 
You also come across Minsc, an 
excellent ranger, who joins your 
party. Dump the bard. At the 
carnival, on the next map east, 
you can use a stone-to-flesh spell 
or scroll to get a good cleric called 
Branwen. Consider dumping the 



KNOW YOUR D&D 



Drunk & Disorderiy? No, Dungeons & Dragons^ 
TSR's famous paper-and-pencil RPG. Knowing a 
few rules helps, as BaUur's Cafe follows the system 
reasonably accurately 

Weapons aren't fully explained In the manual, for a start A short 
sword does only 1-6 damage, but tt strikes very quickly, as do 
throwing daggers and darts. If your priority Is to disrupt spell- 
casters, they make plenty of sense. 

Darts, daggers, arrows, spears and short swords get 4-2 against 
NPCs in leather armour - Including bandits and hobgoblins. 
Against NPCs in plate mail, use bludgeoning weapons like a mace 
or flail (slashing weapons like longswords are -3 vs plate mail). 
Ghre your waiilors a choice of either blunt weapon or sword In 
the quick slots. 
Remember: 

O Skeletons take half damage from edged weapons. 

O Sleep and cloudklll spells affect only low-level monsters, 

which include most kobolds, dogs, wohres, black bears, 

hobgoblins, carrion crawlers and xvarts. Doppelgangers and 

ehres are immune to sleep and chann. 

O Don't lightning bolt a flesh golem - it regenerates! 

O You can only hit vampires and flesh golems with magteal 

weapons. 




1^ 






The mine exit. (I hate cats too, by the way.) 



CHAPTERS 



Leave the mine by a back exit one 
floor back, but you can't turn back 
because the entrance caves in. 
Explore this map well - there are 
at least three caves full of undead 
monsters and treasure. Rest in 
Nashkel if you need to, but 
beware of the bounty hunter 
waiting for you there. Back in 
Nashkel, talk to Berrun and get 
your reward. Go to Beregost and 
force Tranzig (in a room above 
the Feldepost Inn) to tell you the 
location of the bandit camp. 
Execute him afterwards and 
take his possessions. 




O Kill Ihinzig and find the 
k>catlon of the bandit's lair. 



Head north-east and find 
the bandits. Either kill them all 
or pretend to join up. Whatever 
happens, you have to dispose 
of Tazok, the leader, explore the 
camp and win a final bundle in 
Tazok's tent. Some documents in 
their chest explain their plans - 
they are being controlled by the 
Iron Throne from a base deep 
inside Cloakwood Forest. 



CHAPTER 4 



Grab the goodies and leave for 
Cloakwood Forest, which consists 
of five maps, the last of which 
includes the dwarven mines. 
One important - if not essential - 
sub-quest is the search for the 
Spider's Bane, a powerful two- 
handed sword, and a lost brother. 
Have plenty of antidote to hand, 
because the spiders' poison kills 
you quicker than the physical 
damage. 

The woods are full of phase 
spiders and irritating traps, 
not to mention wolves and © 



MAGIC 

inMS 



Pressing 'U at any time 
gives you your current 
mouse co-ordinates. 
Here are a few places 
to visit... 

Ring of Vfixardry: at the base 
of a tree Just south of Friendly 
Ann Inn (x=2553, y=3761). 
Ring of Protection: map 
south of Friendly Ann hin 
(x=1004,y=1114). 
Wand of ice: In a stump on the 
north-west comer of Nashkel 
mines screen (x=165, y=177). 
Wand of Monster 
Summoninf : plus a +2 
dagger, In a crypt, south-east 
coffner of the mine exit map. 
Anidieg Armour and pearl: 
in a ploughed field Just west of 
Naslcel village (x=186, y=2744). 




O tf you know where to look, the 
map Is stuffed with unprotected 
treasure. 



"And after I smoked more I started seeing these little blue men.. 
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* various other things. Outside the 
mines you have to defeat another 
NPC party to gain access. 

Inside the four mine levels 
you find another possible party 
member (a dwarf) and more loot. 
Defeat the evil wizard by having 
anti-magic spells ready, such as 
blindness, dispel magic and 
silence. Don't try to kill all the 
monsters, as they wear you 
down for little gain. Just find the 
shortest path downwards and 
then out. Free the prisoners 
and flood the mine - preferably 
in that order. 



CHAPTERS 



At last (and it will already seem 
like a lifetime) you can get to 
Baldur's Gate itself. And you're 
barely a third of the way through 
this monster of a game. 

The city itself is a huge place 
to explore, with loads of sub- 
quests. The main one involves 
Scar of the Flaming Fist who 
asks you to investigate the Seven 
Suns, a trading organisation. It 
has actually been infested with 
doppelgangers, weird creatures 
that eat humans and replicate 
their bodies. 




O It's a long way to Baldur's Gate 
- and this Is only a bit of ttie 
whole map. 

Go to Iron Throne Mansion, 
north-west of the docks, kill the 
inhabitants of the top level and 
nick the scrolls in which they've 
conveniently listed their plans 
(again). Investigate the Seven 
Suns' place and repeat. Finish 
by returning to see Scar at the 



Flaming Fist headquarters, plead 
lack of time when he asks you to 
do more and let him take you to 
Duke Eltan, who gives you a book. 



CHAPTERS 



In a cunning plot device, you're 
transported to Candlekeep. Hand 
the book to the guard. Inside, 
stock up on potions and Items. 
Many Candlekeep inhabitants 
have been eaten by 
dopplegangers. To find out which 
ones, keep questioning people 
who don't recognise you until 
they get mad and change form. 
Then kill them. 

When you get thrown in jail - 
something you can't avoid as the 
plot gets distinctly more linear 
from here on in -Tethtoril 
appears and transports you to 
the levels under Candlekeep. 
Find your way out through the 
tombs, taking what you can 
along the way. 



CHAPTER? 



Get back to Baldur's Gate - 
avoiding the guards and Flaming 
Fist - and defeat yet more bad 
guys in the Iron Throne 
headquarters. Your target is 
Sarevok's diary, and a scroll 
that mentions the undercity, 
which you can reach via the 
basement and sewers. 

When you get an invitation to 
the coronation of the new Grand 
Duke, Sarevok, head to the palace 
and show your invitation. Inside, 
protect Belt and his giri while 
despatching the attacking 
dopplegangers. In the coronation 
room, Sarevok denounces you 
until you show Belt the diary. 
Don't bother attacking him, 
because you can't kill him at 
this point and he mysteriously 
escapes. Belt then teleports you 
to the Thieves Guild; rest and get 
ready to enter the undercity again 
after a hectic battle with a tough 
skeleton horde. All that remains 
now is to track down Sarevok 
and take him out. You can do it 
this time. Sorted. Ca 




As you wilL 
::i lis i f inf day to die. 



0- * 



CHAPTER 4 in ttie bandits' lair. Nice decor, loadsa money. 



TOP TIPS 



Handy hints to help you along your way through to the end of the game 

O Disband the entire party before you 
finish quests. That way your character 
grabs all the experienca 
O Thieves are vital, but If you have two 
malce them specialise in different abilities. 
O K you get too much gear, store It safely 
in a chest in a building. 
O When moving about the map, use a 
high-stealth character to scout ahead. 
lUm off the Ai to prevent them attadung. 
O Breal( down powerful groups of NPCs 
one at a time. Scout ahead, draw one or 
two away, and then ambush them. 
O Note that NPCs Join at roughly the main 
character's level. This means you can go 
bacic and rejoin possible party characters 
you've bypassed and they'll no longer be 
first-level weaklings. 
O Hunt anidiegs for experience. Each 
one Is worth 975xp and SOOgp. You 
can also persuade the smithy in 
Beregost to maite you some special 
anicheg plate mail for 4000gp. 




Sometimes NPCs 
reveal the plot; at 
other times you find 
useful scrolls giving 
you locations. 




Thieves make good 
scouts - especially If 
aided by invisible spells. 



Baldur's Gate: It even pisses down here. Where's my +1 umbrella., 



O Tailc to everyone - even 'commoners' 
can add sections to the map you can't 
otherwise get to. 

O Malce a habit of opening everything 
which has a lid as you can pick up a lot 
of items and money. 



Put a range of formations In the quicl( slots. They're Invaluable. 



Caught on the hop again. Hope they've got plenty of 
antidotes and spells left. 



122 PCZONE#75APR1999 






superbike world Championship DCCd-rom 

Don your leathers and experience the most realistic and exhilar*ating 
racing sim yet with the only officially licensed game of the Superbike 
World Championship. Featuring totally accurate bike physics and 
authentic racing circuits and riders, this is a game to test even 

the most experienced biker. 



RPTMIRStTi THIEF: the DtRKPIOJECT 




THE DARK PROJECT 



You've got to be light-fingered and cunning 
to get tlirougii Thief. Doing wliat comes 
naturaliy: KelUi Pullin 

O REVIEWED PCZm SCOflE 90% 



WALKTHROUGH 



Due to ttie sheer size of 
Thief, and the open 
nature of some of the 
levels, It's impossible to 
specify a particular 
route; there are many avenues to 
take, so choose the one you 
prefer. What this walkthrough can 
provide is a guide to collecting the 
important items in the game - 
whether you're playing on the 
normal, hard or expert setting. 
We're going to start off at 
Cragscleft Prison, as the training 
and Lord Bafford's Mansion are 
basically warm-up missions and 
you really shouldn't have any 
difficulty with them. Right, let's 
get thieving... 

CRAGSCLEFT 
PRISON 

Swim in, hang a right at the 
corpse, and take the lift to the top 
tunnels. Stumble through these 
and make your way up to the 
factory via another lift. Sneak 
along the balcony that goes 
around the edge of the machine 
rooms, go down the stairway at 
the end, and take the stairs 
opposite to reach the prison. Go to 
cell block 4 where Cutty is being 
held. Listen to his woeful tale... 
your objectives have now changed. 

Go over to cell block 1 . Locate 
Issyt's remains. One of his hands 
is the Hand of Glory, which you 
need to take. Head up the stairs to 
the barracks; at the top is a large 
open room with a patrolling 



guard. Wait for him to amble past, 
take the corridor to the right and 
climb the stairs to the officers' 
quarters. Sneak through until you 
see a guard with a key on his belt. 
Grab it, go back to the office, and 
find Felix's notes. 

To escape, return to the third 
level of the mines. A switch opens 
a metal grate, which is your exit. 



O Shoot the Jailer with broadhead 
arrows then Jump onto the 
balcony to open the cell doors. 

DOWN IN THE 
BONEHOARD 

Traipse through the upper vaults 
for a while; eventually a ladder 
leads down into some Burrick 
caves. Arrows have been scraped 
onto the walls here - head in the 
opposite direction to which they 
point. Don't shoot any of the 
zombies (you need your water 
arrows later), and keep exploring 
until you find a room with magic 
balls shooting around the 
perimeter. Dodge these and head 
into some more Burrick caves. 
Venture north into the Quintus 
family vault. Climb to the top of 
this vast tomb to find the Horn of 
Quintus. 




Use the ladders to climb to the top of the tomb. Once conquered, the Horn of Quintus is yours. 










Sneak past the factory workers by crouching down. 
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Go back to the main vault area 
and into a large room with magic 
balls shooting from one wall to 
the other. Jump from ledge to 
ledge, dodging magic as you head 
down to the bottom. Use water 
arrows to snuff out the torches in 
the guardians' room, then sneak 
through into the next room. Go 
slowly, hug the wall, and the 
skeleton won't find you. Open the 
blue chest to find the Mystic's 
Heart. Now for the Mystic's Soul. 

Find the dark area back in the 
vaults, and light the torches with 
fire arrows. A well, and some 
zombies appear; quickly jump 
down the well and swim until 
you surface. If you can get past 
the various traps in this area, you 
are rewarded with the Mystic's 
Soul. You can now head back 
to the surface. 




O Go in the opposite direction tiie 
arrows are pointing to find the 
main catacomb area. 



ASSASSINS 

Follow the assassins 
through the streets. 
Ignore everybody else 
- they're not interested 
in you. When you reach 
Ramirez' mansion (which 
takes approximately five 
minutes) go back to the shop 
where you first started and 
take everything. Go back to 
the mansion, and sneak past 
the entrance guards when they 
saunter off. Take the right 
passage into the outer courtyard, 
and go through the first door you 
reach. Work your way across the 
ramparts onto a small roof. Move 
onto the balcony and pick the lock 
to enter the library. From now on 
quicksave before you unlock any 





door, 
so that 
if you set off 
the alarms you can reload. Search 
the mansion for loot (there's 
plenty around) and head down 
into the basement. When you find 
Ramirez, sneak up behind him 
and steal the pouch from his belt. 

Go back the way you came 
and jump off the balcony into the 
moat below. Let the current carry 
you out. Return to 'Home Turf', 
which is just past the shop. 



O The balcony door swings open, 
revealing a library. Look for the 
false book in the bookcase to 
find a hidden panel next to the 
fireplace. 

THE SWORD 

Use a rope arrow to reach the 
balcony and break in. Head 
through the doorway to your right 
and shimmy down the ladder. 
Open the door into the main 
hallway, turn left, left again, and 
climb the stairs. Jump over the 
gap to the right corridor. Be wary 



of patrols, and stay crouched 
(you're less likely to trigger traps). 
Open all doors with caution - 
many of them are booby-trapped. 
When you come to the first set of 
double doors on the right, open 
them and head down. A guard 
wanders by carrying a key you 
need - nick it. Go back up the 
stairs, unlock the next door on 
the right with your new key. and 
move up to the top floor. 

Jump through the weird 
•space' room, blackjack a few 
guards and, finally, floating in 
mid-air is Constantine's sword. 
Fire a rope into the ceiling, jump 
onto it, and slide down Mission 
lmfX)ssible-st^\e to grab it. Search 
his bedroom for incriminating 
evidence. Leave the same way 
you entered. 



O The only way into Constantine's 
home is to scale the wall with the 
help of a rope arrow. 





Follow far enough behind the assassins so they can't hear you. Use 
moss arrows on some of the noisier surfaces to be on the safe side. 



Avoid the many traps by crouching as much as possible. Sometimes 
the guards actually get caught in the traps if you're clever... 



G Constantine's sword hovers in 
the centre of this strange room. 
Fire a rope into the ceiling and 
shimmy down to acquire It. 

THE HAUNTED 
CATHEDRAL 

You begin in the south-west 
corner of the map. Generally 
speaking you just explore the 
area looking for valuables while 
avoiding the zombies and 
Burricks. One of the buildings has 
a hole in the floor, where there's 
a freaky looking monster with 
pincers. Jump down, avoid the 
monster, and keep going through 
the Burrick caves in an easteriy 
direction. After emerging, sneak 
east to the cathedral. Climb the 
ledge at the rear to receive some 
new objectives from 'The Eye'. 



API1999#75PCZONE 125 



|l!IHIHSfl!l THIEF: THE URX PROJEn 





O 'nim off the lights using these 
machines to give yourself more 
cover. 

* Return in the direction you 
came until you reach the spider. 
Cross the bridge to the left - 
welcome to the keeper's grotto. 
Jump across the water onto the 
pedestal. Relight the torches 
around the statue to open a panel 
in the wall and go through it. After 
a while there's a door: load 
nearby rubble onto the right 
pedestal to open it. Stand on the 
left pedestal, and rush through 
the gap when the grate opens. 
Watch out for the crushing wall 
at the end of the next corridor. 
On to the next mission... 



O and avoid the zombies H 
you can - running away is the 
easiest way to do it. 




O No time to pray - there's a 
world to be saved. 



THE LOST CITY 

Use the key on the underwater 
plaque. Swim down the tunnel 
using breath potions. When you 
reach the caves, walk down the 
path, avoiding any spiders. Jump 
over the waterfall to the other 
side. Follow the tunnels until they 
open up onto the roof of a large 
building. Drop down the hole, go 
out through a window, and follow 
this route until you reach the city. 

Avoid patrolling Burricks by 
jumping from one roof to another 
until you find a balcony with an 
opening. Go in here to reach the 
town square, and be ready to 
use water arrows on the fire 
elementals. Keep going until you 
reach a large obelisk with what 
looks like scales of justice carved 
into the stone. Enter the building 
here. Follow this path until you 
come to another obelisk. Walk 
past the mausoleums, jumping 



over lava until you get to a ruined 
encampment. Take the medallion 
near the decapitated skeleton. 
Now enter the nearby crypt. 

Walk down the stairs, swing 
across the gap at the bottom 
using a rope arrow, and then 
advance in a crouch to avoid 
traps. Enter the last door on 
the left before the stairs. Take 
the lever. Head back to the main 
chamber and down the stairs: 
the Talisman of Water is here. 
Exit the building. 

Now head west to find the 
Talisman of Fire. En route there 
is a machine. Insert the lever into 
a nearby slot to extend a bridge 
over some lava. Keep going to 
find the elemental tower. Walk 
up as far 




as you can, climb out 
of the window, and edge around 
the ledge of the building. Fire a 
rope up to an overhang. Climb 
through the window and lo and 
behold: the Talisman of Fire. Make 
your way back to the waterfall to 
finish the level. Phew. 



O Use the key you found in the 
keeper's grotto on this plaque to 
enter the dty. 



UNDERCOVER 

Show your credentials, go into the 
entrance hall and take the door 
opposite. Hang a right where the 
guards are talking about torture, 
and get the wallbuilder's scroll 
from the table. Go down the 
stairs. Turn right, right again, and 
go to the first door on the right. 
Quickly gas the guard and steal 
the Hammer and his key. This is 
the master key for every lock in 
the temple. Result! 

You must now flip five hidden 
switches hidden around the 
temple. One is in the old kitchen, 
another in the inquisitor's torture 
chamber, the third in the garden, 




Burricks in abundance down here - stay out of the way of their gaseous emissions. 



the fourth in the 
graveyard, and the 
fifth in the reliquary. 
When you flip the 
final switch a sound 
chimes to say you've 
done it. Go back down the 
main staircase and to the 
stairs that lead down to the 
basement, take the passage to 
the side and follow it around to 
the talisman chamber. 

Walk across the bridge and 
enter the cell on the left. Flip the 
switch here to open the grate 
leading to the talismans. Use the 
wallbuilder's scroll, grab the 
talismans, and run for it. Turn 
right when you get to the 
entrance hall. Go onto the balcony 
and jump over the wall onto the 

ii!lifiT.^fHII'4 



low roof below. Drop down to the 
streets, and the mission ends. 



O if you see an Inverted Hammer 
sign next to a door, beware: as a 
novice you're not allowed In. 




i 



It's a long hard climb but you'll 
be rewarded - this Is where you 
get your hands on the Talisman 
of Fire. 



O This is the 'First Hammer' 
which you can steal. You can also 
see a talisman switch at the back 
of the skuii pedestal. 

RETURN TO THE 
CATHEDRAL 

Use the four talismans on the 
busts to enter. Take the left door, 
and keep heading left where you 
can. In the room with the 
fountain, open the door on the 
opposite side you came in from. 
Sprint past the ghost, through the 
door, and up the stairs to the very 
top. Open the right-hand door, and 
walk out across the beam. Follow 
the beams until you reach a 
locked door. You can go in here to 
get some new fire arrows, or drop 
straight down onto the platform 
below. Pick the door's lock, enter 
the room, and walk out onto the 
balcony to see The Eye. Spring 
across to the Hammer pedestal 
and pilfer The Eye. Now drop to 
the bottom floor. 



Check out the map, and go to 
the garden to meet Casp... Sorry, 
Murus the friendly ghost. He's got 
some tasks for you. Take the first 
door on the right to hear more. 
Your first job is to go to St Yora's 
for his rosary. When you have it, 
go back to Murus, who now wants 
a holy symbol. Go to St Tenner's 
and use the machinery to make 
one, but don't forget to bless it in 
the lunar pool in St Jenel's. 
Return to the broken staircase 
outside St Yora's and speak with 
Murus. 



I 

I 



O Open the front doors with the 
four talismans. 



G Bless the holy symbol here, or 
you won't be able to free Murus's 
spirit. 




O Avoid the zombie, grab the 
cemetery key from the chest, and 
other goodies from the table. 
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Find the Hammer to receive a map and a key to reach the priest. 



Avoid these annoying beasties - they fire disabling webs at you. 



INTO THE MAW OF CHAOS 



Wait until the Trickster incants at one of the distant crystals, then 
move in for The Eye. 



Finally, take ttie cemetery key 
from the blue chest in the room 
where there's a single zombie 
wandering around. Go to Murus's 
grave in the cemetery. After 
putting his soul to rest he gives 
you the key to the armoury in the 
cathedral. With the explosive 
device from there, you can blow 
open the main entrance doors, 
and slip into the night... 

ESCAPE 

Grab your stuff from behind the 
altar. Sneak through this green 
section grabbing gas arrows 
where you can. You need to find 
a large open area dominated by a 
free. Use a rope arrow to get up to 
the platform and go through the 
opening into the tree itself to find 
Constantine's journal. This 
suggests, among other things, 
that he could actually be the 
Trickster... Better get the 
hell out then! 

Carefully head upwards, 
extinguishing torches as you go - 
you never know when you might 
need some shadow. You'll have to 
walk across a metal floor, but 
providing you've wiped out the 
roaming Ratmen, you should be 
okay. Watch out for the exploding 
frog by the front door. The 
mission ends when you can 
breathe fresh air. 



O Your stuff can be found behind 
the altar in the starting room. 




O You must search hard for 
arrows on this mission. Use the 
rope to get across to this alcove. 




n 



STRANGE 
BEDFELLOWS 

Tiptoe through the temple 
avoiding the spiders, etc. Enter 
the chapel and descend the 
ladder at the rear of the altar. 
Keep heading left until you find 
the dead Hammer with flies 
around him. Take the next 
passage on the right. Dash 
forward until you see a flame and 
go down the stairs. At the bottom 
of the stairs you emerge into a 
large circular area. Go through the 
opposite exit, which leads to a 
ramp heading down to a couple of 
arrow shrines. Cross the walkway 
into another couple of abstract 
arrow shrines. Now go down a 
long spiral staircase to find a 
quaking Hammer guard who 
offers you a key and a map. 




G There are many arrow shrines 
in this area - make the most of 



To find the pi iest, return to the 
top of the circular room. Refrace 
your steps all the way up to the 
locked door at the top and use 
your new key to open it. Walk 
through the opening and turn left. 
Move stealthily to avoid the 
Ratmen and Bugbeasts. Glide to 
the end of this corridor, 
extinguishing torches as you go. 
After the ramp down, take the exit 
on the left. Traverse a few rooms 
containing Ratmen until you reach 
the priest. Sneak up close to him 
and gas the 'rats'. Pick him up 
and exit through the other door. 
Go left up the ramp to 
arrive at the 
docks. 

Dump the priest on 
the boat, hit the switch, and 
float to safety. 

INTO THE MAW 
OF CHAOS 

On the first section simply run 
like the clappers past all the 



monsters - eventually you end up 
in a relatively normal room. Take 
the first left, then drop down onto 
a small ledge, which is also on 
your left. Follow this around until 
you reach some deadly blue 
crystals and some highly slippery 
ice. Slide down the slope, dodging 
the crystals while picking up any 
water arrows you can. 



G Use the reverse key to slow 
your descent down this nightmare 
toboggan run. 




G Put the guards to sleep with 
gas, and then disable the portal 



Douse the fire elementals in 
the next room. Keep going to 
enter a room with a blue pedestal 
and a waterfall. Jump into the 
waterfall and it carries you up 
instead of down. This is an odd 
little section. Follow the 
underwater tunnels until you see 
a little gap on the left. Edge into 
this to regain your breath. Once 
done, continue down the 
underwater tunnel until you see 
the blue pedestal beneath you. 
Drop directly into it. 

This takes you to a huge free. 
Climb up the inside, walk across 
the spartding bridge and traverse 
the lava caves. When you see the 
portal, eliminate the guards with 
gas, and shoot arrows at each of 
the glowing pillars. Look at the 
papyrus in your inventory for 
exact instructions. This closes the 
portal. 

Climb the vines to reach 
Constantine (or the Trickster, if 
you prefer). When he starts 
walking to a pedestal that is 
turned away from you, swap The 
Eye for the fake. Use moss to 
cover your footfalls if necessary. 
And that's it - now sit back and 
watch... [IE] 




d More arrow joy - only trouble 
is you've been spotted, if ttiat 
happens you're a dead man. 



if the goat-legged fellow spots you it's game over. 
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Last month we got the ball rolling by showing you how to build 
two Interoonnected rooms - delightful but droary. This month we 
look at the finer points of deathmatch design, and what makes 
some levels better than others 

O HALF-UFE HOT DOG Phil Wand 



Want to be a Half-Life level gum, create the 
best deathmatch arenas, be snapped up by 
some monumentally wealthy software 
publisher and spend the rest of your life 
sipping cocktails on a sun deck in Palm 
Springs? In just three more steps, your dream could come 
true - you'll have most of what you need to know, and the 
rest you can pick up through practice. Use it in combination 
with a wild imagination and there's no reason you couldn't 
become the next Dario Casali. 

Always start off by jotting your ideas down on paper, 
and pay particular attention to the actual design of the map 
and how the rooms join up. Don't get bogged down with 
aligning textures and getting the lighting and sounds right; 
you should do these last of all. The most important things to 
consider are a good, consistent layout, easy navigation, fun 
features and, of course, the way it plays. 

DOORS 

Start off with a simple layout of two small rooms joined by 
a short corridor - if you were paying attention during the 
tutorial last month, you'll know how to use WorldCraffs 
Carve function to achieve this in a jiffy. Next, we're going 
to create another room underneath and connect it with a 
sliding doorway. 

Select the Brush tool, and draw the new room to 
roughly the same dimensions of the other two. Press Enter 
to create it, then Ctrl + H to hollow it out. To make the 
doorway, it's exactly the same process as the one used to 
create the corridor. There's nothing daunting about it; look 
upon doors as a brush blocking the end of a corridor and 
with a special function that causes it to slide out of the way 
when a player walks up to it. 




TWO rooms with an interconnecting corridor. 
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The new room, complete with connecting corridor. 



Draw a brush 64x96 tall that intersects the new room 
and the old room, and press Ctrl -i- Alt -i- C to carve a shape 
out of the walls. A neat trick here is to select the carving 
block and then press Ctrl H to hollow it out. Press Ctrl + 
U to ungroup its four walls, and delete the end two. Hey 
presto - an instant corridor! 

Now choose some different textures for your new areas. 
We've chosen metal surrounds for the door lintel and walls; 
the far room is rendered in stone. Feel free to experiment. 





This is what you should see when your room and corridor 
are ready. 



Next, simply draw a brush on the end of the corridor and 
assign it the texture of lab1_door7, which is a standard 
metal door. You'll notice that the textures won't be aligned 
- in fact it'll look rather odd. 



There's notliing more frustrating 
tlian downloading and playing a 
map. only to find that it turns 
your demon hardware into a 
Nintendo Gameboyl^i k 



Face Piopeities 



Scale: Shift 
X:|100 2J X: \^ 3 
Y:|100 Y:|15 

Rotatiort: 

jo.oo -tj 

Texture group. 

|AIITPxh.KP' 3 

Cuffent textuie: 
I L^^BI D00R7 



mask 




Apply I 
fifome... I 



Mode: Select 



O We used an X offset of -30 
and a Y offset of -15. 



What we need to do is 
shift the image of the 
door around so that it 
lines up with the door 
brush: toggle Texture 
Application mode on, 
select the door and then 
use the Offset boxes to 
move the picture around. 
To deal with the other 
side of the door, move 
the camera round into 
the new room and point 
it down the corridor to 
the opposite edge. 
Check that Texture 
Application mode is still 
active and apply a 
texture of out_w8dr1. 
Use the same procedure 
as before to align the 
new texture within the 
bounds of the 
doorway. 9 




WHAT MAKES A GOOD 
DEATHMATCHL^^ 

Some maps are tops, many are pants. 
Here are the six most important points to 
consider when malcing a new map 

DIVERSE LAYOUT 

Any level consisting of rooms witti identical 
dimensions, textures and llgtiting is going to end up 
fundamentally uninteresting. Players need to get ttieir 
bearings by talcing a quicic glance at ttieir 
surnHindings, as ttiey do in any of Valve's maps. If 
nettling changes from one room to ttie next, your level 
is going to be confusing, difficult to navigate and no 
fun to play. Use different lights and light intensities; 
distinct room shapes; straight stairs and spiral stairs; 
coiTldors; doors with different shapes, sounds and 
speeds. Most importantly, use your imagination. 

FOCUS AREAS 

People need to know ttiat, once ttiey've tooled 
themsehres up, there are one or two central areas 
wtiere they can find some targets and let rip. 
Wandering endlessly around a labyrinth of alleyways, 
mezzanine floors and narrow passages is intensely 
boring. There needs to be at least one room where 
players can move around freely and Are rockets 
without fear of blowing their own heads oft 

OPEN ENDS 

Corridors leading nowhere and rooms with only one 
exit make for frustrating play. It's all very well having a 
few confined areas to balance the large arenas, but all 
too often It encourages people to grab a big gun and 
spend all their time chasing newbies into dead ends. 
Make sure that in any situation there's at least one 
way out - even If It's a little tricky, like a window to 
Jump through or a small crawlspace in ttie back wall. 

BALANCED WEAPONRY 

Don*t overioad your levels with weapons and ammo. 
Think of Stalkyard and DatacorethaX omit the Egon 
(and keep the rest out of easy reach). That's because 
most people make an instincthre dhre for the top toys, 
and play suffers if a small number of gamers hog a 
large amount of the action. So don't Just drop weapons 
In the middle of floors - put them above head height, 
on a shelf, on a box, or Just out of the way in an 
adjacent room. 

BE DIFFERENT 

The best maps feature neat Ideas that form the 
'nucleus' of ttie whole level (such as ttie flood room in 
Undertow, or the nuclear strike in Crossfinfj^ and 
include distractions to keep players entertained (such 
as the train in Suttransitf or the gun turrets in 
Stalkyard^. For special tricks and tips to help your level 
stand out from the crowd, keep an eye on the URLs 
we've listed (see Editing Sites panel on page 139). 

PLAYTEST 

You should ahMays play your level over a LAN with at 
least two other peopla Ask them to ghre you feedback 
about any aspect of the layout - see if some rooms 
cause people to hog all the toys, or gain the upper 
hand too quickly and have It too long. Brighten up any 
unlit areas. Find out if your sniper points are in too 
strong a position, or if teams are able to seal off and 
hoMan entire section of the map for the whole gama 
If so, add more entrances and exits. 













The new door without proper texture alignment... 



...and with proper texture alignment 



APR1999#75PCZONE 129 



RlltnimliTSTTl low TO MIKE YOOI OWN HUF-LIFE LEVELS 



The doorway, 
now complete. 



Lastly, we need to tell Half -Life that this is a doorway 
and not an ordinary wall. To do this we need to tie an entity 
to it, which you do by pressing Ctrl + T when the door is 
selected. In the box that pops up, make sure the Class of 
the entity is func_door. 

Look at the various attributes in the list box, together 
with their associate values. Click on the Speed attribute 
and enter a value that corresponds to how fast the door is 
to open. The default value is 100; a higher number means 
the door opens more quickly. Find Lip, and enter a value 
that corresponds to how much of the brush will be left 
covering the doorway when opened. Find the two attributes 



Ubiecl Propeilie 



Oasslnfo jpiags | VtiGro(4)| 



Move SoukJ 
Stop Sound 
Dday bdoce dose 



3 [smartEd* 
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Damage nActed «Nhen blocked 
Message i triggeied ^ 



O 'niming your wall into a real door. 



relating to the door's sound and change them to whatever 
you want - we used Pneumatic (Rolling) for the Move 
Sound, and Clang with brake for the Stop Sound. Lastly, 
find the Angle and change it to 0. This propels the door to 
the left; other values enable you to change which way the 
brush moves when opened. 

Make sure you include a player start position and then 
run your level to test it. If you want your door to be opened 
only when someone presses the Use button, click on the 
Flags tab in the Object Properties dialog, then check the 
Use Only box. Simple. 

BUnONS AND FUNCTIONS 

Walking up to a door and having it do its stuff automatically 
is a bit dull, so what we'll do now is create a button which 
triggers the door to slide open. 

Create a small cube that measures 32x32x16 and place 
it next to the doorway. Now assign a relevant button image 
to the face of the new block (press the Browse button in 
the Face Properties box and go to •i-abutton2) and then 
match up the textures round the edges. 

<»^PIayers are desperate for cool 
deathmatch levels, and if yours 
f its the bill it will multiply like a 
particularly virulent virus^ 

Now select the face of the button - press Ctrl + T and 
choose func_button from the drop-down list. Make the 
Angle 270 - anything else causes the button to move along 
the wall after you press it, which looks a bit silly. Next, find 
the attribute named Targeted Object and type doorOI in 
the box provided. This causes the button to trigger the 
object called doort)1 (we don't have one yet, but we soon 
will). Lastly, select the Up attribute and type 14. Since our 
button object is 16 deep, a lip of 14 effectively means it 
travels 2 before stopping. 



I The need for speed - how to make your 
I maps play faster 

There's nothing more frusfrating than downloading 
and playing a map, only to find that it turns your 
demon tiardware into a Nintendo Gameboy. Yes, I'm 
talking about lumpy levels - poorly crafted arenas 
that mn at a snail's pace and would make a Cray 
Supercomputer fall to its knees and sob. Often there's 
no obvious reason for the way they cause you to 
lurch and judder as though stuck in a bad dream, but 
as a designer you need to know how to prevent it 

One of the easiest ways of making your maps play 
faster is to make sure that VIS (the program that 
looks at your level from every possible angle and 
calculates which surfaces are visible) is running in 
full mode before you distribute your map to the 
public. Normally this takes a number of hours to 
complete but could take several days, depending on 
the complexity of your design. Full mode ensures the 
level is properly optimised, and that the game doesnt 
need to waste time dealing with information that's 
beyond your field of view. 

The most frequently quoted speed indicator is 
something called r speeds, which refer to the 
number of polygons the Hatf-Ufe engine is having to 
deal with at any given moment. Anything more ttian 
450 is likely to slow your level down, and anything 
over 750 is likely to cause serious problems - 
surfaces and textures start to drop out of view and 



If you've ever wondered why 
certain areas of the Crossfire level 
are so slow, check out how many 
polygons are pounding your CPU. 




make your level look extremely amateurish. To see 
how your creations perform, pull down the console 
and type r speeds 1 followed by Enter. 

Keeping r speeds low isnt that difficult once you 
know the tricks. In general, large areas cause the 
most grief because they encompass more detail ttian 



small ones. Intricate ceilings, buttresses and the like 
can also cause headaches, so try substituting a sky 
texture wherever possible. Skies are simple flat 
images and do not add to the polygon count. 

Check out this website for more information: 
www.planetquake.com/woridcratt/wcu/wcu.shtm. 
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0 Setting up how the button worlis. 

Next, select the door object we created in the last step, 
press Alt ■¥ Enter (ie view its property sheet), and then in 
the Name attribute type doorOI . This uniquely identifies 
the door so we can refer to it from any other objects we 
may create. It also means our button and door should now 
work together. Run the level and test it. 

You employ a similar technique by using the 
func.recharge and func_healtticharge entities to create 
the wall-mounted health and battery dispensers. 



You've built what you reckon is a cool 
level. Now what do you do with it? 

Once you're satisfied you have a killer level, pay a visit 
to the following websites. Some have very spedflc 
Instructions on how to upload your creation, so follow 
them carefully. If your level Is due to be reviewed and 
scored, pissing the guy off before he's even started 
playing Is not a good mova Remember that If your 
level Is truly awesome, you won't need to be 
particularly active In promoting It - Instead you'll find 
It popping up all over the place. Players are desperate 
for cool deathmatch levels, and If yours fits the bill It'll 
multiply like a particularly virulent vims. 

Radium Half-Life Map Centre 
www.planethalfilfacom/radiuni/ 

Silo X Map Archive 
http://halfllfanet/sxmaps/ 

Half-UfeJnc. 

http://halfllfe.gameplex.net/hilnc/ 
DecyberMaps 

http://decyber.solgames.com/hainife/halfllfaMni 




The end is now filled with the elevator platform. 



ELEVATORS 

The last thing you need to know before we sign off is how 
to build lifts and moving platforms. First, drag the camera 
back into the first big room - the one without the door in it. 
Build a raised walkway halfway up the back wall and give it 
a texture to make it stand out from the stone. 



distance between the floor and the walkway. To calculate 
this, select the elevator platform with the Selection Tool 
and note the height at which it sits. Then simply drag it 
down level with the floor and note the new height. Subtract 
the difference and you have the distance it should travel. 
Enter this in the box and you're done. [13 
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O Choosing how our platform should behave. 



Make sure you take note of the walkway's height. 



Leave a space at the end for the elevator platform to 
rise and fall. When you play the game, the platform starts in 
the lowered position; at design time, you need to create it in 
the raised position. So let's do it. Create a much smaller 
brush to plug the gap at the end - this is the platform that 
raises players fi'om ground level up to the walkway. 

With the platform selected, hit CW + T (you've probably 
worked out what we're about to do). This time, make sure 
func_plat is chosen as the entity class. Choose sounds as 
you would for a door, and then select the attribute called 
Ihivel Altltucie. What you need to enter here is the 



EDITING SITES 



Map making is an art - wliicii these 
days means anyone can do it. 
Boolunark ttie following sites for the 
latest tips, triclis and prefabs 

Haif-UfeEditin^FAQ 
www.planetquak&com/lalce/faq.html 

Gamedesign's Resource Centre 
http://halfllfagametfesign.net/ 

Half -Life Editing Centre 
www.halfltfe.net/hec/ 

Half Done 

www.vahrewoi1d.coni/halftfone/ 
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saitek «peripherals* 



With savings of up to £20* on selected state-of-the-art Saitek 
add-ons, this is the perfect time to upgrade your systenn. 
Flying or driving, whatever game you're playing, this is the 
technology to enhance your performance. 



offer available for a limited period only while stocks last 



If-' 



DEARWAZZA 

Your techie problems and upgrade questions solved in a flasli. 
A bit liice a floor cleaner. Sort of 

O MR CLEAN Warren Chrismas 



YOU ALRIGHT. MATE? 



UUUHELP 

- . „ m Icanrun 7om^/?a/(/er/// 

Send us a queiY or a top tip I (I x_ ^ r^rM. .* * n 

, . Ill from the CD but I can't install 

and you could pocket £50. ^. ^ * «o * ^ *u 

^ It. It gets to 93 per cent and ttien 

Share your techie or gaming- generates an error message. I've 

related proMems with us, and tried emailing Eidos (techsupp® 

we, in turn, may well share It techsupport.eidosinteractive.co. 

with ttKMisands of readers uk) but ttie message got bounced, 

via these very pages In a big According to Easynet the address 

communal love-in type of thing, doesn't exist. Anyway, do you 

And as an extra incentive, every know of any other Win98 users 

single month we're offering a with this problem? 
cool £50 to the reader who wayne Hammond 

sends in the most interesting wm We haven't experienced 

query or toppest tip. No, really. [J any problems with Tomb 

Send as much relevant nafder IIU Although we cant 

infonnation as you can. be sure, your problem could be 

WRrn TO Dear wa^y w'ii^^^ caused by a faulty/scratched 

19 Bolsoirar Street, <*»sc Have you tried taking It 

Umdon wi P 7HJ. back to the shop for a replace- 

r.V.T.TL 7 m"'T""~T ment? If you have and still have 

EMAJL Address your letters to us at . ' . 

letters.pczooe@dennls.co.uk with ^a** w« s»99est you 

sijhiect heading Dear WanaV Eldos' helplme on 0121 

-r----- 356 0831 or email them at 

Ptoase note: while we can ^ ^ _ _ 

^ . . techsupport@eidosnet.co.uk 

assure you that we read , . . ^ 

... . . (we're not sure where you got 

eyerytechle query sent to us, , ^ x «I 

... . L* I that other address from). Oh, 

we are unable to offer personal ^ ^ ^ ' ' 

, ^ ^ and can you do us a favour 
replies. Also, please do not ^ 

. , ,.1, , 4^ and find out about that nude 

phone, as you're unlikely to , ^ ^» 

reach someone who can help. ^ 

Thanks. there please? 



^Every two hours 
my hard drive goes 
crazy, making 
games slow and 
unplayable. It lasts 
abut five to ten 
minutes. Are there 
any solutions to 
this problem?^ 

ROBERT ARMSTRONG 



STUCK ON THE GRID 

HIn the Grand Prix Legends 
manual it states that you 
should try to run the game at 30 
frames per second. I have a 
233MHz Pentium II, and when I 
turned on the frame rate indicator 
I was running at 10fps. The only 
way to get 30fps was by making 
it look like something off my old 
Spectrum. 

A frame rate of 30fps sounds 
a bit over the top, so could you fill 
me in on that? Also, I have an 
unsupported Matrox G200 4Mb. 
Would upgrading to a 12Mb 
Voodoo2 help? 

Alex Hall 

I In a word, yes. Do 
I remember, however, that 
30fps is just Sierra's guldellna 
Most PC gamers have to trade 
off between frame rates, detail 
levels and screen resolution at 
some time or another. 

CREATIVE UMITS? 

HI purchased a Creative Labs 
Voodoo 3Dfx card a few 
months ago. I'm planning to 



upgrade my Intel P200MMX 
processor in the near future, 
and was looking to get an AMD. 
On reading the manual, however, 
it states that the 3D card is 
compatible only with genuine 
Intel processors. Is this true, and 
if so why? My only alternative 
would be a Pentium II processor, 
which is beyond my budget. Other 
Voodoo cards claim to run using 
processors other than Intel ones. 
I looked through Creative Labs' 
website but couldn't find any 
relevant information. 

Mike Hughes 

□ This Is the first we've 
heard of this. Someone 
out there may know different 
(if so, please write in), but we'd 
imagine that It's Just Creative 
Labs covering themseh/es in 
case of potential compatibility 
problems. In which case, ghren 
that there are thousands of 
AMD owners using Creathre 
cards, we wouMn't worry 
about it 

On a related note, there 
were compatibility prolilems 
with Cyrix processors and 
Creative's SoundBlaster Uvel 
audio board, but new drivers 
for the latter which fix the 
problem are now available 
online - you can find them at 
www.sblive.com. 

CACHE FLOW 

Hl've noticed that whenever 
go on the Web for anything, 
it seems to store JPEG files 
and some other file types in a 
temporary Internet directory. This 
can take a lot of space if you use 
the Web quite a lot, and since I've 
only got 1 Gb of hard disk, space 
is essential for me. Please tell 
me if there is a magic switch 
somewhere in my PC which I 
can turn off so that it stops 
saving these files! 

D Periro 

□ Indeed there Is, but 
wtiere this 'magic 
switch' Is depends on 
what software you're using. 
If you're running, say, Netscape 
Navigator 4, select Preferences 
from the Edit menu. You should 
see three main menu trees, one 
of which is named Advanced. 



Double-click on this and you 
should get to the Cache menu. 
With Microsoft Explorer 4, you 
should select internet Options 
from the Vfiew menu, then 
select Settings under the 
Temporary Internet RIes 
heading. In both instances, 
once you get the right screen 
It's easy to make changes. 
Do be aware, however, that 
having a decent-sized cache to 
temporarily store downloaded 
files can dramatically improve 
performance on the Well. 
Reduce the size If you're really 
short of disk space, but dont 
make It too small. 

DRIVING ME CRAZY 

HI did a sensible thing and 
upgraded myPC266MHz 
Pentium II with 160Mb (W/7df, 
RAM?! - Ed) and a Voodoo2 card. 
It makes for excellent gaming, but 
there's one problem - every two 
hours my hard drive goes crazy. 



□ 



making games slow and 
unplayable. It lasts about five 
to ten minutes. Are there any 
solutions to this problem? 

Robert Armstrong 
I Your hard drive goes 
I 'crazy' every two hours, 
does It? Well, you need to be a 
bit more specific, because we 
haven't got a clue what you're 
on about by 'crazy'. 

Any readers want to help 
here? And please remember, 
folks: If you write in with a 
problem, we need a full and 
(/e(a//e</ description of your 
problem. 

486 ALL OUT 

01 have a 120MHz 486DX4 
witha12x CD-ROM drive 
anda4MbS3ViRGE card. I 
recently upgraded both the 
CD-ROM (from a double-speed) 
and the graphics card (from 
a Cirrus 1Mb), but my 
computer still can't handle O 




DRIVER 

HI thought other ZONE readers might be 
interested in hearing of a very useful site 
I found while trawling the Web. The site is 
at www.driverguide.com and is an 
excellent resource for finding drivers 
on the Internet for almost any piece of 
hardware. You have to register with the 
site (for free) but it's worth it. The site 
enabled me to track down drivers for an 
old 4x CD-ROM drive I have very quickly. And 
no, I am not in any way affiliated with this site. 

Chris Copperwheat 

HWhat can we say? Top tip, Chrts. 
£50 is on Its way. 
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H^HR^^ffl lECH HELP 




Q the up-to-date graphics of new 
computer games (or older ones!). 

Bearing in mind that I'm trying 
to save money, I was wondering 



all the major components, 
Including the motherlioard, 
processor, memory and hard 
drive. Upgrading really wont 
make any sense. 

If you want something 
which will take you Into the 
new millennium (that is, 
something which will last you 
for a few months at leastl), we 
suggest you go for a brand new 
Pentium ll-based PC (or AMD 
K6-2) with an ATX-form case 
and motherboard. Go for the 
fastest processor that your 
budget allows for, but don't 
worry too much about the 
exact specification of the other 
components. The Important bit 
is to get a decent base system. 
Once you've got that, you can 
easily upgrade components as 
and when you can afford them. 

Check out the ads in mags 
such as Computer Shopper aM\ 
PC Pro- you may be surprised 
at how little a basic Pentium II 
PC costs these days. 



QYep Dan, you're right 
- there is an operating 
system called BeOS. It's 
actually been around since 
1997, but Release 4, the first 
serious version for PCs, was 
launched at the end of last 
year. 

Designed primarily for the 
manipulation of digital media 
such as audio, video and 3D 
graphics, in essence it's like an 
ultra-fast, super-lean version 
of Windows 95. We've seen it in 



action and can tell you that 
very, very impressiva 
However, with relatively 
limited hardware and sofhware 
support at present, you can't 
look at it as an aHemath/eXo 
Windows. Indeed, it's been 
designed to co-exist on a 
hard disk alongside one of 
Microsoft's babies. 

Moreover, while there 
are an ever growing number of 
BeOS applications becoming 
available, there's precious 



littie in the way of games. 
We're certainly not aware 
of any major game developer 
supporting It As such, unless 
you're Into high-end 
multimedia woric, it's probably 
of littie interest to tiie typical 
PC ZO^E reader. 

If you want more 
information, check out the 
wel>site at www.be.com. The 
product Itself Is available from 
Computer Warehouse (tel 01 81 
400 1 298) for around £50. [13 



^rve upgraded my 
CD-ROM drive and 
graphics card but 
my 486DX4 still 
can't handle the 
graphics of new 
games. Should I 
huyanewPC?^ 

GRAHAM ORMISTON 

whether I should upgrade the 
CPU, mothert)oard and RAM, 
or should I just buy a new 
computer? Also, which would 
last me the longest? 

Graham Ormiston, Bolton 
We ttioughtttiis email had 
been stuck in tiie ether for 
a couple of years but, no, It 
looks like there's actually 
someone out there - right now 
- trying to run recent games 
on a 486. Blimey. 

Seriously, Graham, you're 
at least two generations of PCs 
behind. There may be a few 
bits from your PC that are 
poss/AfK worth saving (monitor, 
keyboard, mouse and so on), 
but in order to bring your 
system anything close to being 
up to date you need to replace 



NEW WINDOWS? 

HI've heard that there's an 
operating system - called 
BeOS or something - which is a 
good alternative to Windows for 
playing games and surfing the 
Net. What do you know about 
this? Is it any good? I quite like 
the sound of it because, er, I don't 
like Microsoft. 

Dan Sloan, London 



READER REPUES 



Your responses to reader's questions printed recently, and, indeed, your thoughts on our answers 



DISCUSSION 

HIn your October issue {PCZ 
#68) you had an article 
called 'How to clean up your PC. 
You suggested that as a very last 
resort you could format your hard 
drive then re-install Windows. 
You went on to say that you 
need a full Windows 98 CD, 
and not the upgrade. 

Well, I discovered that you can 
install Windows 98 on a formatted 
hard drive from an upgrade disc. 
When the set-up program says 
that it cannot find a previous 
version of Windows, it gives 
you an option of specifying the 
previous Windows directory. 
You just slot in your Windows 95 
CD, type X:\Win95 (where X is 
your CD-ROM drive letter). 

Michael Delehanty 

IThje, although readers 
should bear in mind 
that if you're attempting a 
clean install using a 
Windows 98 upgrade disc, 
you still need to have a full 



(as in not an upgrade) 
copy of Windows 95. 1 
tiiinlc tiiat's what tiie 
author probably meant 

PATCH MATCH 

HWith reference to the letter 
'Patch The Dog' in your 
February issue (PCZ #73), the 
latest 3Dfx miniport driver 
automatically scans for OpenGL 
games like SIN, Half-Life etc. But 
you need to re-install the driver 
every time you add a new game. 
The readme file gives an insight 
Into what this driver does. 

John Rigby 

0We assumed ttiat 
Aiden Joyce was 
talking about updates to 
games in general, not the 
3Dfx MiniGL driver (the 
latest version of which you 
can find at www.3dfx.com, 
and also on our cover CD 
every month). However, it's 
a very valid point, and one 
we're happy to pass on. 



MEMORY ERROR 

HIn your January issue {PCZ 
#72) there's a letter tagged 
•We've Forgotten' in which a 
reader asks about increasing 
RAM in his machine. Normally 
your answers are very good, but 
in this instance you've made a 
mistake. 

You told the reader that he can 
"probably add a single 16Mb 
SIMM". This is wrong: SIMMs 
(Single Inline Memory Modules) 
can only be fitted in pairs. If a 
single SIMM is fitted the machine 
will not boot. DIMMs (Duel Inline 
Memory Modules), on the other 
hand, can be fitted individually. 

Gavin Cox 

I Oops, yes Gavin, 
I you're right (in the 
case of Pentiums), 
although from what we 
can remember, you could 
add single SIMMs in 486- 
based motherboards. Hey, 
our memory's not wtiat It 
was, okay? 



OLACKISBACK 

0 Regarding the 'Black Boxes' 
query in your February issue 
(PCZ #73). I've got the same video 
card in my machine running 
under Windows 95. Although I 
haven't experienced the same 
problem, I couldn't get 
Carmageddon //to run in Direct3D 
mode (black screen when game 
started). To get around this I 
downloaded the latest drivers 
from the ATI website 
http://support.atitech.ca/drWer 
s/3drage pro.html (file: 
W82440EN, Version 5.24, build 
4.10.2440). I then reinstalled 
DirectX 6, and this corrected my 
problem. 

Nigel Skeet 

□ We're not sure 
whether tills will fix 
James Barwell's problem 
(blaci( boxes appearing on 
screen), although, as we 
originally said, it probably 
Is something to do with the 
ATI Rage card, and trying 



new drivers is olndously a 
good start 

AUTO EXCESS 

HIn the January issue {PCZ 
#72), Mark Pickett asked 
how to put extra cars into Grand 
Theft Auto. As you rightly said, 
he needs to unzip the files. But if 
the files are in bitmap format he 
also needs to download a special 
program called GTA Cars (you 
can find an evaluation copy at 
www.fifengr.com/gtacars/). 

Using GTA Cars, you can 
import the car into any of the 
cities. You can also do a load of 
other things, but I guess you 
wouldn't want me to write reams 
on it. Oh yes, and excellent new 
cars for GTA can be found at 
http://come.to/azz, 
www.valdez.ciara.net/ and 
www.grandtheftauto.com/ 
flles.litm. 

Tim Hoult 



Not much we can add 
that Thanks, Tim. 
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There's no such thing as a free lunch. 

And there's no such thing as a free Internet 
service. 

Sure, there are service providers who seduce 
you with no subscription charges. And no monthly 
fees. But that's where the 'free' ends and the fee 
begins. 

What you end up paying for are expensive call 
charges that add up and add up. 

ClaraNET does charge a modest monthly fee. 

But, on the other hand, we can save you up to 
40% on all local calls for Internet access. 

We've done this by developing technology which 
allows us to pass on our savings to you. 

So give us a call. 

And next month, 
lunch could be on us. 



info@clara.net 
www.clara.net 



riaraM FT 

0845 3551000 

@ your service. 



Certain conditions appiy. Please contact CiaraNET for furtlier details 




WmCHDOG 




Complained? Argued? Shouted? And still feel ignored by the industry you support? 
Let PC ZONEXake care of your consumer woes 

O ANSWERED BY Adam Phillips 



rnmMHHHH over- 
rrr^^^^^Ta protective 

We're here to help. If you've got ... .. 

«. * J ml have just been reading 

a consumer Issue that needs Ifl u ui i 

. ^ ^ LJ about the problems people 
addn»slng then drop us a Mm. ^ ^.^ 

Butpeaserememberthat ^^^^^ ,, ,00. have experienced 

technica ssiiesarenol „ .., . ■ u. 

covered bv Watchdoa - if ^ ^'"^ P™"'^'"' 

covered by Wa^dog « ^^^^^ ^3,, ^^^^^ 3,53 

jjoirte Brt a techie p«Wen, ca™a</e</(/o« //. I took my copy 

!r!l^)?J!*'!."^^.<J«.««A^i:. back to the shop and had it 

WRITE TO Watchdog, PC ZONE, replaced, but the game still 

Dennis Publishing, 1 9 Bolsover wouldn't work. 

!?!!!:!^^"_'!'!^ Jl*:!'- s° ' ■'^"9 ^^'p''"^ ^"^ 

EMAIL US at letters.pczone# waited about 30 minutes before I 

dennis.co.uk witli the subject tieading got through. I was then told to buy 
•Watchdog'. a new CD-ROM drive because my 

^.^ months old and did not 
support the new protection codes, 
which are now on their CD games. 
I told the guy on the phone where 
he could stick his game and 




Bungie jump to point out nasty uninstaller bug 

Here's something you don't see every day: a software company 
recalling a product instead of releasing yet another patch for 
It Publishers GT Interactive are asking punters to return 
copies of Myth //because developers Bungle (and irate stores) 
have discovered a problem with the uninstaller. Apparently, 
there's a bug in the unlnstall routine which erases the entire 
hard drive partition If the game is installed to a directory other 
than the default one. To the non-techles among you, that's 
serious stuff, and should be avoided like the plague. 

If you have already installed the game, drag the Myth II 
folder Into the recycle bin and delete it instead. If you've only 
Just bought the game, GT recommend that you don't Install it, 
and instead wait for the new version of the installer. 

If you've already installed It, Bungie say there is no harm 
in playing the game, but Just remember not to run that pesky 
unlnstall programma Oh, and the same problem is present in 
the demo, so avoid that as well. The bug Is apparently only 
present on version 1 .0 and the 'revised' version 1 .1 should 
be in stores by the time you read this. 



promised never to buy an SCi title 
again. By the way, my CD-ROM 
drive is a Pioneer dr24x. 

'Gaz' 

I While we reported last 
month that a suitable 
patch had been created to 
overcome this problem, the 
fact that tech support didnt 
appear to know of its existence 
Is worrying. We contacted 
SCi, who told us that there 
must have been "a big 
misunderstanding", and that 
the patch should rectify your 
CD-ROM problem. 

SCi also said they find it 
hard to believe that you would 
have been put on hold for 30 
minutes. But If you 'felt you 
were waiting for a more than 
acceptable time", a 
spokesperson for the company 
offered, "we can only 
apologise. We value our 
customers more than anything, 
and go to great lengths to 
make sure each query is dealt 
with quickly and efficiently." 

The only real bone of 
contention, though, is that SCi 
insist they would never have 
told you to simply buy a 
replacement CD-ROM drive: "If 
he did phone, he would have 
been offered different options 
to resolve his problem. Our 
technical support department 
would not have Just told him to 
buy a new CD drive to get the 
game wortdng. That is plainly 
ridiculous." 

While Watchdog wonders If 
an uninformed tech support 
employee may have been 
caught off-guard by your 
enquiry, Gaz, you can email SCi 
on marketing@sci.co.uk to offer 
your take on your allegations 
being "plainly ridiculous". 1^ 
us know how you get on. 

FIFA FAKE 

HJust wondering whether 
anybody else has mailed you 
about the stadiums (or rather, the 
lack of them) in FIFA '99. After 
buying the game, I was looking 
forward to playing the Scottish 
league in a Scottish stadium 
(okay, I admit I'm a bit sad). I 
got even more excited when I 



found out that they'd chosen the 
Ibrox stadium in Glasgow, which 
is where I make the trek to watch 
Rangers. 

In the game, there's a great 
intro of the stadium, but then 
what? You're then given some 
stadium which looks nothing like 
it on the inside, and which has 



differences between all the 
stadiums in the game, except 
for the two Milan teams, who 
have the same one (they also 
share it In real life). 

EA admit that the In-game 
stadiums are not perfectly 
accurate. "To have the detail 
levels as they are In the Intro 



^After buying PIFM '99, 1 was looking forward 
to playing the Scottish league in a Scottish 
stadium... There's a great intro of the 
stadium, hut then what?^ 



just been plucked from their 
World Cup '98 game! What's the 
point of having flashy intros of 
grounds and then not actually 
being able to play in them? Ibrox 
is not the only one to suffer from 
this. I've also seen a few people 
mentioning this in the 
newsgroups, but without anyone 
actually getting any answers from 
EA - there has been no reply to 
my email as of yet. 

Anyway, to get to the point (at 
last), what is going on? It 
obviously isn't licensing/cash, as 
the missing stadiums are 
accurate in the intros. And it 
can't be resource-related, as 
some of the grounds in the game 
are a lot bigger than some of 
those missing. 

Am I being twisted and cynical 
when I notice that this game 
came out in time for Christmas? 
Nah, a games publisher wouldn't 
rush a game out for the Christmas 
period, would they? 

The box says "Europe's Top 20 
Teams & Stadiums". Hmm. . . 

I think the game is great, 
which makes all this even more 
annoying. 

Mike 

I EA daim that the stadiums 
I are a totally new addition 
to the gam& 'There Is no point 
of similarity between the 
stadiums in this and World Cup 
'98," they state. The EA bods 
went on to explain that they did 
use elements from other 
stadiums already modelled (for 
FIFA '99) in order to accurately 
depict the ones you're referring 
to. Apparently, there are 



MIKE 

would slow the game down 
hugely," they explain. 

"The bottom line Is that 
the stadiums are all different 
from each other in the game, 
and should have the cofrect 
number of tiers and comer 
sections, for example, and 
are a totally new feature for 
this game." 

EA INFECTION? 

HI just thought I'd write to you 
about something worrying 
happening at EA's Bullfrog. I read 
a couple of issues back that 
someone picked up a CIH virus 
from an EA game. The same thing 
happened to me a couple of 
weeks ago. 

I bought Populous: The 
Beginning afier reading your 
review. I installed it and tried to 
play it, but it gave me a blue 
screen error message. It took me 
about an hour to discover a small 
slip of paper in the box stating 
that if I had a blue screen crash I 
could have a CIH virus. And I did. 
I couldn't fix it myself so I had to 
get a flipping engineer in to fix it - 
which cost me 150 quid! 

I trust Bullfrog to give the 
public quality, but the only thing 
they gave me was a virus - and 
left me with £150 bill! 

Alex 

□ A serious allegation 
indeed, and one we 
took straight to Electronic 
Ms to see if their software 
is truly ghring punters viral 
nightmares. Their response 
was swift and adamant "Ail 
of our software Is checked 
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Electronic Arts stress that all their software is checked and none is infected with the CIH virus. 



during several stages of 
development, mastering and 
production for any signs of 
vims infection, and none of our 
software Is Infected witfi ttie 
CIH vims. We always use the 
latest versions of virus 
checlcers on ttie marlcet and 
receive regular updates from 
the developers of the virus- 
checking software - which we 
always introduce into our 
systems Immediately." 

As for the seemingly 
Incriminating addendum 
Included In the box, EA say that 
they are doing this out of the 
goodness of their own hearts: 
*^e addendum, written by 
oursehres, highlights that we 
have found that a number of 
customers' machines are 
Infected with the CIH virus. Our 
software Is not the source of 
the problem, but It does alert 
the customer to this fact before 
this virus can cause any further 
Infection or damage to the 
customer's machina It says 
In the second paragraph of 
the addendum: 'Any program 
can crash If your computer Is 
infected. Should you encounter 
any crash where the screen 
turns blue, invohring either a 
Fatal Exception or VXD error, 
your system may be infected 
with the CIH virus.' 

"In the addendum it clearly 
states the following: 1 . What 
the blue screen crash signifies. 
2. How the customer can 
resohre the problem themseh/es 
with the minimum of cost 3. 
Once you have cleared your 



machine, what you should do to 
find the source. 4. The 
Electronic Arts CD Is not the 
source of the virus." 

Finally, EA state: "We are 
really sorry that this customer 
has had this problem, but the 
fact remains that we are not 
the villain here. In fact, we have 
done a great deal to make our 
customers aware that this 
problem exists and how to 



effectively resoh/e it 

"Our advice to all PC 
owners is to ahways make sure 
that you virus-check any 
source of software, and to 
ahfvays have a good, up-to-date 
virus checker running on your 
machine at all times." 

If any other readers have 
had similar problems, we'd like 
to hear from you. Send your 
details to the usual address. 



BUGGED 



Half 'Life hardware help and Privateer 2 pWtaWs 
HALF-LIFE 

DavM IHska wrote to us last month, upset that Sierra's Hatf-Ufe 
didn't work with his 3D and video cards. He subsequently 
discovered that the game required Glide v2.54, but was unable to 
obtain It from anywhere - not even from the official 3Dfx sita 
Fortunately, the Internet eventually came to the rescue in the 
shape of an unofficial Hatf-Ufe sfte, which told him to start the 
game using HLexe -noip. So any readers experiencing similar 
problems should ghre It a whiri. Cheers for the tip, DavM. 

PRIVATEER 2 

The ottierwise perfect Pi1vateer2has been hacking off some of 
our readers recently. According to one punter, Charies Collicutt, 
there's a point in the game where you're supposed to go to 
Interplanetary Aid, but you're not given the necessary option on 
the ExitToThinsIt screen. While he knows of people who have 
got past this stage, he believes that it's really a bug in the title's 
coding. Origin tech support insist that it's his lack of gameplaying 
ability, not the software itsett 

Enter reader Jeff Jones from Belgium, who reckons Origin are 
wrong, and that the bug is known as the Plotstopper. He offers the 
following advice to overcome it: "When 'visiting' Hal Taffin, you 
have to be very nasty to him and almost blow his head off. When 
he pulls his gun on you, you must return the favour and he'll reveal 
the coward Inside. He will then tell you about the pod, and the 
game will proceed normally. If you back down you get the 
infofmation the other way, and this triggers the bug." 



COIVIING NEXT ISSUE 

TA KINGDOMS 




Everyone's talking about riberian Sun at the 
moment. Opinions seem to vary from cautious 
optimism to outriglit cynicism at Westwood's 
decision to use Voxei grapliics in tiie iiglit of 
tlie 3D revoiution. IVieanwIiiie, everyone 
seems to be forgetting that Total Annihilation 
currentiy hoids the reai-time strategy crown, 
and its successor TA Kingdoms wlW be with 
us next month. To say Westwood have their 
work cut out shaping up against such 
esteemed competition is something of an 
understatement. Time in next issue for Round 
One of the battie for reai-time supremacy. 

THE FINEST COVER CD DEMOS 

If all goes according to plan, well be bringing you exclushre demos 
of Expendable, Ctiamplonsfifp Manager 3 (come on Eidos, we're all 
watting for this) and as usual there will be lots of other top demos on 
the CD for your gaming pleasura 

HONEST REVIEWS 

Aliens Vs Predator andRequlem head the review section next month, 
and we'll have full reviews cItMechWanlor III and Expendable, The rest 
of the month's releases will of course be reviewed and rated too. 

TIPS, CHEATS AND WALKTHROUGHS 

We have a full guide to ShnClty 3000 next nwi^i, and we'll also reveal 
everything you wanted to know about Half-Ufe but were too busy 
playing it to ask. We'll also have more tips and cheats on the latest 
games than you can shake a very large stick at 

INSIGHTFUL PREVIEWS 

An exciush/e report from the US on how Ion Storm's action adventure 
Anadironox Is shaping up, and the very latest on Age Of Empires 2 
from Mtorosoft See you next month. 

ON SALE 

THURSDAY 8 APRIL 

* Note: this is a guMe only, cofrtent may change (kM to drcumst^^ 
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THE PASSION THE GLORY 
THE FOOTBALL 



THE UEFA CHAMPIONS LEAGUE. The very name conjures up the passion, the flair and the fervour of 
European football at its most scintillating. And now, UEFA CHAMPIONS LEAGUE Season 1998/99 on 
PlayStation and PC gives you the opportunity to live and breathe every second of this heart-stopping 
competition. 

Taking control of one of Europe's most celebrated clubs, you'll do battle in some of the most daunting 
stadiums across the continent In your epic journey to ultimate glory. 

Packed with explosive action and incredibly authentic gameplay, the stunning graphics do full justice to 
the true splendour of one of the world's greatest soccer spectacles. 



• The official product of the UEFA CHAMPIONS 
LEAGUE for the 1998/99 season. Includes the 
real teams, player names, strips, logos and 
sponsors for the season. 

• Includes all past winners of the competition 
from its European Cup roots to the present 
day Tournament. 

• Multiple Game Modes including the UEFA 
CHAMPIONS LEAGUE, Exhibition Matches, 
Custom Tournaments and a unique Scenario 

Challenge Mode. 



• Features accurate models of the most famous 
European stadiums. 

• Real-time commentary from Europe's most 
recognised TV commentators. 

• Fully skinned motion-capture models with 
advanced player Al. 

• A wealth of up-to-date statistics for the 1 998/99 
season displayed in awesome hi-res UEFA 
CHAMPIONS LEAGUE style graphics. 







CHAMPIONS 

LEAGUE 

( 

SEASON 1998/99 




OFFICIAL VIDEO GAME OF THE UEFA CHAMPIONS LEAGUE 



I 




V 
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Welcome to the 
PC ZONE lop ^00. Here 
you'll find the games 
that in our expert 
opinion are the current 
top PC games In their 
field, as well as a few 
extras you might like 
to consider If you're a 
big fan of the genre 














QUAKE II PCZ#59«97% 

O The sequel to 'the most important PC game ever' turns out to be 
more than worth the wait. Despite the odd bit of slowdown, single- 
player and deathmatch games are in a league of their own. As Macca 
concluded in his review: "Quake //is pretty much perfect" Buy it now. 
PUBLISHER Activision • 01895 456700 

HALF-UFE KZ#71*95% 

O /Vrriving a whole year late but definitely worth the wait, this has to 
be the 3D shooter of the year thanks to a superb single-player game. 
We'll have to wait and see whether it will beat Quake //in the 
deathmatch arena. 
PUBLISHER Sierra • 01 1 8 92091 00 

FADE TO BLACK PCZ #31 • 94% 

O The unofficial sequel to the excellent Flashback, this is a near- 
perfect blend of third-person exploration and combat action. The 
technical precursor to the fantastic Tomb Raider, it's a classic in 
its own right. 

PUBUSHER Electronic Ms^O^ 753 549442 

PRIVAmR 2: THE DARKENING PCZ #44* 94% 

O The ultimate mix of space combat, f//fe-style trading and FMV 
action, Privateer 2 was the first big budget release from Origin which 
used live action in a positive way. Absolutely packed with stars, this is 
pukka stuff. 

PUBUSHER Origin/EA • 01 753 549442 

FORSAKEN PCZ #63* 94% 

O Descent ls dead and Forsaken is now king of the tunnel-based 
shoot 'em ups. With huge, varied levels, heaps of graphical effects, 
weapons and a fantastic multiplayer LAN-based game, it's up there 
with the best of 'em. 
PUBUSHER Acclaim • 0171 344 5000 

WARGASM PCZ #71 •93% 

O Famed for their flight sims, DID finally deliver an action game only 
they could produce. With helicopters, APCs, and hapless infantry 
running about, this is as fast-paced as a tank game could be - and 
it's even better to share. 
PUBLISHER Intogrames • 0181 738 8199 

SHOGO:MODILE 

ARMOUR DIVISION PCZ «71 • 92% 

O Half Quake, half MechWanior, this 3D action game breathes fresh 
air into a stale genre. With great graphical effects and an involving 
storyline, it's perhaps just a bit too easy for the Quake hard-core. 
PUBUSHER Microids • 00331 4601 5401 

SIN PCZ#70*91% 

O Until Duke 4Ever appears, SiN\s the closest in feel to its ageing 
classic predecessor. Based on the Quake //engine, S/Af offers a 
superb single-player game thanks to some ingenious level design. 
Highly recommended. 

PUBUSHER Eidos Interactive • 0181 636 3000 

TOMD RAIDER III PCZ #72 • 91% 

O There's a good chance that In 20 years' time the Tomb Raider 
'thingy' will be looked upon with as much fondness as Star Wars\s 
today. This third outing may not be as ground-breaking as its 
predecessor, but it's the best so far. 
PUBLISHER tides Interactive • 0181 636 3000 



JEDI KNIGHT/ 
MYSTERIES OF THE SITH 



PCZ #74 •90% 



y r 111 nirny As a double pack, this is outstanding value 
iiL If Ul I III for money. Dated graphics, but the level 
design is superb and the missions are some of the best ever made. 
PUBLISHER LucasAfts/Activision • 01895 4567000 



CONSinER 



THIEF: THE DARK PROJECT Eidos Interactive* PCZ #72 • 90% 

TOM CLANCY'S RAINBOW SIX Take 2 • PCZ #69 • 89% 

UNREAL GT Interactive • PCZ #65 • 93% 

QUAKE Activision • PCZ #43 • 96% I l'M>^^^ 

SPEC OPS: RANGERS ASSAULT Take 2 • PCZ #65 • 88% 

MOK Interplay • PCZ #50 • 90% 

LAST BRONX Sega • PCZ #62 • 87% 



IICneN-DRMNIi-SnRTSTOPlOO 




CJUnUGEDDON II PCZ #69 • 95% 

O It's that game again, this time witti full 3D pedestrians. More 
blood, more cars, more tracks - and now witti added missions. If 
you liked ttie first one, you'll tove ttiis one. If you don't, you can just 
bog off. 

PUBUSHER SCI • 01 71 585 3308 

FORMULA 1 GRAND PRIX 2 PCZ #36 • 95% 

O The amazing sequel to the greatest F1 driving sim ever. Updated 
brilliantly for the 94/95 season with all-new detailed circuits, cars 
and teams. The game will run on a 486DX2 but you'll need a Pentium 
to run the hi-res mode. 
PUBUSHER MIcroProse • 01454 893893 

COLIN MCRAE RAUY PCZ #68 • 93% 

O Sporting an updated TOCA engine, Colin McRae has become the 
new benchmark in rally simulations. With car customisabillty and 
a heap of multiplayer accessibility, this game should be top of 
everyone's rally games heap. 
PUBUSHER Codemasters • 01926 814132 

MONACO GRAND PRIX PCZ #69 • 92% 

O Essentially this is F1 Racing Simulation 2, and an F1 fan's wet 
dream come true. It looks beautiful, plays even better, and the Al is 
second to none. You need a hefty machine to have it looking its 
best though. 

PUBUSHER Ubi Soft • 081 944 9000 

GRAND THEFT AUTO PCZ #58 • 92% 

O This Is the game that took over from Carmageddon as the media's 
favourite pet hate. Steal cars, dodge police, mow down pedestrians 
and cause mayhem in city streets in one of the most addictive driving 
games ever. Micro Machines on acid. 
PUBUSHER BMG • 01 71 973 001 1 

NEED FOR SPEED III PCZ #69 • 91% 

O Some arcade racing games are fun, but If you like a bit more 
than just just racing around a few tracks then you should seriously 
consider Need For Speed III. Why? Because if avoiding the law isn't 
fun, what is? 

PUBUSHER Llectronic Arts • 01 753 549442 

MOTOCROSS MADNESS PCZ #67 • 91% 

O An astoundingly addictive game. Loads of game and race options 
and tremendous fun, especially when played with a Microsoft 
Freestyle Pro pad over a network. Soon available with the pad for 
around 50 quid. A must-buy. 
PUBUSHER Microsoft • 0345 002000 

MICRO MACHINES 3 PCZ#64« 90% 

O The manic miniature racing game gets the 3D treatment and loses 
nothing along the way. The new power-ups might not please the 
purist, but Micro Machines 3 is still one of the finest two-player 
games around. 

PUBUSHER Codemasters • 01 926 81 41 32 

MOTORHEAD PCZ #63 • 90% 

O With drop-dead graphics and a blistering frame rate, this is a 
ridiculously fast, fab-looking, intense racing experience. Add a great 
LAN-based option (Local Area Nehwori^) and Motorhead is the ace of 
arcade racers. 

PUBUSHER Gremlin Interactive • 01 14 273 8601 

GRAND PRIX LEGENDS PCZ #69 • 90% 

O Papyrus, the makers of NASCAR an6 IndyCar, have put the danger 
back into Formula 1 . If you fancy a challenge and the chance to go 
back to the teams and drivers of 1967, then buy this. You'll need a 
steering wheel though. 
PUBUSHER Sierra • 01 1 8 920 91 00 



INDYCAR 2 Cendant* PCZ #34 • 90% I i'i 'im 

SCREAMER 2 Virgin • PCZ #45 • 93% I i'i I-l^i 

DESTRUCTION DERBY 2 Psygnosis* PCZ #46 • 86% I 

INTERSTATE 76: NITRO RIDERS Activision* PCZ #63 • 87% 

TOCA: TOURING CAR CHAMPfONSHH* 

Europress • PCZ #59 • 86% I i'rM i< 

UmM@TE RACE PRO MicroProse • PCZ #62 • 88% I i'i Mli 







LINKS LS PCZ #43 •94% 

O The classic golf sim gets an update, and unsurprisingly it's fab. 
There's more options, luscious graphics, a redesigned menu and a 
view selection system. There's even a built-in upgrader for all the old 
data disk courses you splashed out on. 
PUBUSHER Eidos Interactive • 0181 636 3000 

TIGER WOODS PGA TOUR GOLF PCZ #69 • 93% 

O* Beautifully presented, as always, and sporting a speedy enhanced 
graphics engine, this latest in the PGA series also gets star 
endorsement by young Tiger Woods. Without question, this is the 
best golf game yet. 

PUBUSHER EA Sports • 01 753 549442 

NHL 99 PCZ #70 •92% 

O The problem with all ice hockey games is the confusion that 
ensues after each ruck. NHL 59 is no different in that respect, but 
updated graphics, enhanced Al and spiffy presentation make this 
game a must for fans of the sport 
PUBUSHER LA Sports • 01 753 549442 

PETE SAMPRAS TENNIS 97 PCZ #53 • 92% 

O This game doesn't quite better Super Tennis on the SNES, but it's 
as close as you'll get on the PC. The simple control system means it's 
instantly playable, but we may as well tell you now that the women's 
skirts still don't fly up when they serve. 
PUBUSHER Codemasters • 01926 814132 

HFA99 PCZ #71* 92% 

O Another biannual release from EA Sports that, as per usual, is better 
than the last. You'll have to think long and hard before shelling out 
another £40, but if you love footie it's well worth it for the best football 
game available for the PC. 
PUBUSHER EA Sports • 01 753 549442 

SENSIBLE SOCCER 

EUROPEAN CLUB EDITION PCZ #69 • 90% 

O It's still top-down, and it's still simple, fast and fun. World Cup '98 
may be prettier, but it can only dream of being as instantly playable 
as Sensible Soccer European Club Edition. 
PUBUSHER GT Interactive • 01 71 258 3791 

VIRTUAL POOL 2 PCZ #58 • 90% 

O Okay, so Virtual Poo/ 2 scored one per cent less than its 
predecessor, but this follow-up beats it hands down. 3Dfx support 
goes some way to pushing the series further, and the inclusion of 
English Pub rules make it a more essential purchase than before. 
PUBUSHER Interplay • 01628 423666 

THE GOLF PRO PCZ #62 • 90% 

O If you're bored with either PGA or Links, then this is the best of 
the 'mouse-swing' bunch. Good course design and some excellent 
tuition means there's loads of gameplay, though the putting lets It 
down a tad. 

PUBUSHER Empire Interactive • 0181 343 7337 

ACTU A SOCCER 3 PCZ #72 • 89% 

O Although better than last year's effort, Actua 3 fails to snatch the 
title from EA this time around. Mind you, with a good range of options 
and a huge range of teams to play against, this certainly has a longer 
shelf life thanF/FA 

PUBUSHER Gremlin Interactive • 01 14 273 8601 

NBAUYE99 PCZ #73* 87% 

O Being an EA Sports title, NBA Live 99 is, unsurprisingly, the best 
game in its field. If you're a Sprite-drinking hoop fan, there's plenty 
here to justify shelling out for the annual upgrade. If you're not, you'll 
neither know nor care. 
PUBUSHER EA Sports • 01 753 549442 

O There's always a swell of different sports game types 
depending on ttie current sporting season. These are worth 
having a look at.. 

JIMMY WHITE'S 2: CUEBAU Virgin Interactive • PCZ #68 • 88% 
MADDEN NFL 99 EA Sports • PCZ #71 • 87% 
TRIPLE PLAY 99 Electronic Arts • PCZ #64 • 90% 
TROPHY BASS 2 Cendant • PCZ #50 • 84% 
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ALONE IN THE DARK 3 PCZ #21 • 95% 

O Better ttian ttie previous AITD instalments, Alone 5 is a tense, 
ambient tale of Navajo Indian magic and reincarnation tfiat unfolds in 
ttie usual AITD manner. This is now available as part of a compilation 
budget pack. 

PUBUSHER Infogrames • 0181 738 8199 

BIOFORGE PCZ #25 •95% 

O Futuristic Alone In The /7ar^-style game witti impressive graphics, 
puzzles and soundtrack. Often preferred over ^7D games as its 
unique blend of arcade combat is explosive. The only drag is EA's 
refusal to make a sequel for it. 
PUBUSHER Electronic Arts • 01 753 549442 

SYSTEMSHOCK PCZ #20* 95% 

O This futuristic first-person cyberpunk adventure from the makers 
of Ultima was initially overlooked by many people. Now available on 
budget, this is a must-buy for those new to the genre. The graphics 
might be a little dated, but the atmosphere is still invigorating. 
PUBUSHER Llectronic Arts • 01 753 549442 

DISCWORLD II PCZ»44«93% 

O Perfect Entertainment's immaculate sequel to D/scwor/c/ follows 
would-be wizard Rincewind in his search for the Grim Reaper. Not as 
hard as the first game, but bigger and better looking. DiscwohdH ls a 
universally appealing adventure game. 
PUBUSHER Psygnosis • 0151 282 3000 

INDIANA JONES AND 

THE FATE OF ATLANTIS PCZ #37* 93% 

O Follow a post- Raiders Indy in his search for the submerged 
metropolis. Three ways to play make for a high replayability factor, 
and the inter-character banter is brilliant 
PUBUSHER LucasArtsA/lb • 01 71 368 2255 

LBA 2: TWINSEN S ODYSSEY PCZ #54 • 93% 

O Twinsen is back - this time to thwart those pesky Esmers in this 
sumptuous sequel. The huge play area in LBA 2, coupled with 
seamlessly linked puzzles, creates a great-looking and hugely 
atmospheric adventure. A must for adventure fans. 
PUBUSHER Electronic Arts • 01 753 549442 

SAM & MAX PCZ #11*93% 

O The hilarious dog/rabbit duo's first and only PC outing, in which 
they need to solve a host of bizarre puzzles. An all-talkie adventure 
with a gag-laden script, this is an essential budget-priced purchase 
even if you're not a point-and-click fan. 
PUBUSHER LucasAftsA/lt • 01 71 368 2255 

MONKEY ISLAND 

ADVENTURE PACK PCZ #74 • 90% 

^ ! ^ M fFllTDV ^^^^^y ^^^^"^ ^ ^^^^ perhaps the finest 

LR I nT point-and-clickers ever to grace the PC, 
although the third was disappointing. This triple pack is excellent. 
PUBUSHER LucasArts/Activlsion • 01985 4567000 

GRIM FANDANGO PCZ #71 • 90% 

O LucasArts not only do the best adventure games, but have also 
recently been doing the only adventure games worth buying. This 
latest has style written all over it, and hopefully signals a rosy future 
for fans of the genre. 
PUBUSHER LucasArts • 01 71 368 2255 

KING'S QUEST VIII: 

MASK OF ETERNITY PCZ #71 • 89% 

O To mark the genre's transition from point-and-click to a full 3D 
interface. Sierra's eighth King's O/zesf adventure proves an engaging 
stopgap, even if it is a little too Americanised. Good but not great. 
PUBUSHER Sierra • 01 18 920 9100 




FUUTHROTTU Virgin • PCZ #27 • 92% I 

THE PANDORA DIRECTIVE Virgin • PCZ #43 • 92% 

TOONSTRUCK Virgin • PCZ #45 • 93% I i'J 

GABRIEL KNIGHT 2: THE BEAST WITHIN Cendant • PCZ #36 • 88% 

UTTU BIG ADVENTURE Electronic Arts • PCZ #21 • 93% I I'i 
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UITINU UNDERWORLD 2: 

LAOYRINTH OF WORLDS PCZ #1 • 94% 

O This improves on almost every aspect of its prequel. The Stygian 
Abyss. You explore a complex, ever-evolving dungeon; it has 
unsurpassed atmosphere and interaction. 
PUBUSHER Origin/EA • 01 753 549442 

HNJU. FMITASY VII PCZ #66 • 93% 

O Fearsomely addictive gem of a game of truly epic proportions. 
Great graphics, plenty of hidden surprises and massive levels will 
keep you totally absort)ed if you forgive the risible dialogue and 
turn-based combat 

PUBUSHER Eidos Interactive •0181 636 3000 

REALMS OF THE HAUNTING PCZ #47* 93% 

O Although overlooked by many fans of the genre, our Mallo gave it a 
whopping 93 per cent when he reviewed it back in issue 47. Still well 
worth a look if you happen to see it going cheap, ROTH \s a well cool 
mix of adventure and RPG. 
PUBUSHER Gremlin Interactive • 01 14 273 8601 

UMDS OF LORE HI PCZ #74 • 90% 

yr Uf ryTQY Westwood know how to tell a good story, and 
IlL ft Lll I II I this latest in the series is the best of the lot. 
Combine that with ease of use and some highly polished artwork, and 
you'll find LOUIIa great alternative to more traditional RPG efforts. 
PUBUSHER Westwood/EA • 01 753 549442 

ULTIMA VH PCZ #3*89% 

O Arguably the best of all the Ultima games. Ultima 17/ blends 
character interaction and the exploration of the worid of Britannia. 
The last Ultima series to give complete party control. Check out the 
Ultima Collection for a real treat. 
PUBUSHER Ongin/EA • 01 753 549442 

DIAOLO PCZ #48 •88% 

O standard hack 'n' slash fare, but pulled off with such style that 
it's addictive. A great storyline compensates for repetitive arcade 
combat and supremely detailed animation makes it a supert) 
coffee-table game. 

PUBUSHER Zablac/Blizzard • 01626 332233 

TERRIS PCZ #44 •88% 

O A MUD in the old-school style of text-based RPGs. but it's so 
addictive that we're still playing it. The various quests, puzzles and 
monsters will keep you going for days. The gameplay is excellent, 
if you can handle the 'texty-ness'. 
PUBUSHER AOL • 0800 279 7444 

FALLOUT 2 PCZ #71 •86% 

O Does exactly what it says on the tin. Twice as big as the original, 
but utilising the exact same engine. If you like the first game, you'll 
love this - not twice as much, but certainly for Wvice as tong. A real 
life-sapper. 

PUBUSHER Interplay • 01 628 423666 

BALOURS GATE PCZ #73 • 85% 

O With every developer 'going 3D' these days, it's refreshing to find 
an old-school RPG that combines traditional D&D role-playing with 
sumptuous 2D graphics. Baldur's Gate is intelligent and involving in 
equal measures. 

PUBUSHER Interplay • 01 628 423666 

ULTIMA UNDERWORLD: 

THE STYGUN ABYSS PRE-PC ZONE 

O This took role-playing games away from first-person tile-based 
RPGs. Amazing architecture, witty characterisations, layers of 
storyline and the best ending of any game in history. 
PUBUSHER Onginy^ • 01 753 549442 

O These are ttie cream of the crop, largely because RPGs have 
taken a back seat to other game types over the last couple of 
yoare. HowevBTi also boar In nilnd<>> 

DU^LO: HEURRE Cendant • PCZ #59 • 82% 
ULTIMA COLLECTION Flectronic Arts • PCZ #62 • 90% 
RAVENLOFTi STONE PROPHET Mindscape • PCZ #25 • 78% 
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SYNDICATE WARS PCZ #43 • 95% 

O One of the best strategy games of all time gets a sequel, and what 
a fabulous sequel it is too. Syndicate Wars houses a wealth of 
inhicate levels, gorgeous graphics and enough gratuitous violence 
to keep anyone happy. 
PUBLISHER FA/Bullfrog • 01753 549442 

X-COM 3: APOCALYPSE PCZ #52 • 95% 

O A revamped engine and a healthy helping of real-time combat 
have brought the fantastically addictive X-COM series bang up to 
date. If you like your strategy games deep and meaningful, you 
should buy X-COM J immediately. It'll keep you busy for weeks. 
PUBUSHER MicroProse • 01454 893893 

AGE OF EMPIRES PCZ #54 • 94% 

O Imagine Civilization Ifs great empire-building gameplay improved 
with some excellent graphical touches and comprehensive multi 
and single-player options (all in real time). That's Age Of Empires in 
a nutshell. 

PUBUSHER Microsoft • 0345 002000 

CHAMPIONSHIP MANAGER 3 PCZ #73 • 93% 

O No fancy graphics, no sound and no online multiplayer options do 
nothing to hide the fact that Champ Manager 3 is one of the most 
addictive games you'll ever play. Forty quid for a season tk:ket to 
nirvana? Bloody bargain, mate. 
PUBLISHER Eidos Interactive • 01 81 636 3000 

POPULOOS: THE REGINNING PCZ #70 • 92% 

O The original Populous vm the game that put Bullfrog into orbit 
and made Peter Molyneux one of the biggest names in the industry. 
Now Peterless, the new Bullfrog team show that they can do just as 
well without him. 

PUBUSHER Electronic Arts • 01 753 549442 

MAGiC&MAYHEM PCZ#70* 92% 

O Based on the old Spectrum game Chaos, X-COM creators Mythos 
deliver a diverse and original fantasy strategy game. A strong single- 
player element and a manic multiplayer game make this a well- 
deserving classic. 
PUBUSHER Virgin • 01 71 368 2255 

TOTAL ANNIHIUTION PCZ #56 • 92% 

O With a ridiculous number of units and its fast-paced action. Total 
Annihilation is without doubt one of the best real-time strategy 
games ever. The polygon units are smooth, and multiplayer games 
are awesome. Pisses on Red Alert 
PUBLISHER GT Interactive • 01 71 258 3791 

SIMCITY3000 PCZ#74« 92% 

AirmrMmV Ten years on, SimCity remains as addictive 
nC ff CR I R I as it ever was. Little was broken, and little 
was fixed. With new buildings to try out and an enhanced transport 
system, SimCity 3000 is a must for old-timers and newbies alike. 
PUBUSHER Maxis/EA • 01753 549442 

SID MEIER S ALPHA CENTAURI PCZ #74 • 92% 

y rUf ryTHy C/V// was, and still is, one of the greatest 
11 L If ER I n I strategy games ever made. And Alpha 
Centauri \s everyttiing a tine sequel should be. Rattier ttian another 
remake, ttiis is ttie game Civ fans have been crying out for for years. 
PUBUSHER Firaxis/EA • 01 753 549442 

CIVILIZATION II PCZ #36 • 90% 

O Explore the world, conquer territories and research new 
technologies in one of ttie most successful sti'ategy games ever. 
It's not that different to ttie first one, but it merits a '90s update and 
a place here. 

PUBUSHER MicroProse • 01454 893893 

WARLORDS 111: DARKLORDS RISING BrodertDund • PCZ #67 • 90% 

OPERATIONAL ART OF WAR VOL 1 Empire • PCZ #68 • 92% 

COMMANDOS Eidos Interactive • PCZ #66 • 87% 

DUNGEON KEEPER Electronic Arts • PCZ #53 • 96% I l'i-M-4J 

MASTER OF ORION 2 MicroProse • PCZ #45 • 92% I i'J lH^J 

COMMAND & CONQUER: RED ALERT VIE* PCZ #47 • 94% 

CAESAR III Sierra • PCZ #70 • 92% 

Ml TANK PLATOON II MicroProse • PCZ #63 • 90% I I'l T^Ud 





FALCON 4.0 PCZ #72 •95% 

O After waiting literally years for tfiis, ttie wait was worth it. Witti 3D- 
accelerated graphics and a dynamic campaign structure, Falcon 4.0 
can fly against the best of them - and win. One of ttie best flight sims 
ever seen. 

PUBLISHER MicroProse • 01454 893893 

F-22 TOTAL AIR WAR PCZ #68 • 95% 

O This full-price new version of DID's masterpiece is perhaps a bit 
of a rip-off for anyone who already owns F-22ADF, but those of you 
looking to buy one of ttie greatest combat sims of recent years 
should seriously consider this one. 
PUBLISHER Ocean/DID • 0161 832 6633 

FLIGHT SIM 98 PCZ #55*94% 

O Anottier year, and yet anottier flight sim to come from ttie mighty 
Microsoft However, ttiis time, witti two new aircraft, a helicopter, 
hundreds of new airports and hugely impressive 30 acceleration, 
it's really worth having. 
PUBLISHER Microsoft • 0345 002000 

APACHE HAVOC PCZ #73 • 94% 

O Of ttie ttiree main chopper sims available, Longt)Ow2 \s ttie one 
if you're a hard-core sim head, Team Apache is ttie choice for fans 
whose preference swings the other way, and Apache Havoc shoddies 
ttie gap. And ttie graphics are to die for. 
PUBLISHER Empire Interactive • 0181 343 7337 

LONGBOW 2 PCZ #59 •92% 

O "Longbow 2 \s challenging, beautiful, exciting and fun - if you're 
3Dfx'd up," we said in our review. If you don't have any extra graphics 
hardware, ttiere's only one ttiing to do - ttiink 'upgrade', 'upgrade' 
and 'upgrade'. It'll be worth ttie investinent. 
PUBLISHER Electronic Arts • 01 753 549442 

JANE^F-15 PCZ #64*92% 

O A hard-core propeller-head's sim that can stand alongside the 
awesome Longt)ow2as one of ttie most realistic flight sims 
available. Newbies to the genre might find it a bit overwhelming, 
but it's worth persevering with. 
PUBLISHER Electronic Arts • 01 753 549442 

FLYING CORPS GOLD PCZ #59 • 92% 

O Action-packed WW1 flight simulation witti neato graphics. Some of 
you may recall Red Baron as one of ttie greatest WW1 flight sims ever 
- ttiis improves on ttie old classic to become ttie best PC WW1 sim 
currentiy available. 

PUBLISHER Empire Interactive • 0181 343 7337 

A-10CUBA! PCZ #59 •90% 

O Functional graphics for a game that really does capture the 
imagination, mainly because ttie plane is an absolute joy to fly. 
Alttiough it's slightty limited due to a lack of a fully-fledged campaign 
it's still great fun, as well as being pretty speedy on a modest Pentium. 
PUBUSHER Activision • 01 895 456700 

JANE S WORLD WAR II HGHTERS PCZ #72 • 90% 

O It's been a fierce dogfight to see who rules ttie WWII flight sim 
skies. Jane's combines realism wltti accessibility and ease, and 
although ttie game doesn't have a dynamic campaign featijre its 
graphics make It a clear winner. 
PUBLISHER Electronic Arts • 01 753 549442 

FUGHT UNUMinO II PCZ #60* 84% 

O It can't really compete wltti ttie behemotti ttiat is Flight Sim 98, 
and as a result is somewhat limited and clausti-ophobic. However, it 
does score highly for being more detailed in its smaller area, and 
much more fun. 

PUBLISHER Eidos Interactive • 01 81 636 3000 



O If a flight sim Is good, you can bet It'll stay on the shelves for 
a long time - hence our recommendation for JetflghtBrUL Some 
of the mora recent releases wdHi considert 

AJR WARRIOR III Interactive Magic • PCZ #62 • 80% 
F-1 6 AGGRESSOR Virgin • PCZ #70 • 92% 
COMANCHE GOLD NovaLogic • PCZ #65 • 87% 
F/A-1 8 KOREA Empire Interactive • PCZ #61 • 90% 




146 PCZ0NE#75APII1999 



Loot: OUT / THEY ARE coMlF)G / 





^1 



( PLAY ALoUE oR (U MULtT 
f PLAYER MoPE 0'* MoRE THAU 



TRAPS, AUD PU22LES 




love Gruntz because it's SO cute... 
An interesting mixture of puzzles, strategy, and action. 
There is a heck of long playing time here 1 " 
PC GAMING WORLD 




WWW.IITH.COM 
1) 



© 1 999 Microids. © 1 999 Monolith Productions, Inc. All rights reserved. 
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"on THE CD 



ONTHEl 




Half'Ufe,Tlirok2 
and Rollercoaster 
Tycoon are just some 
of the great up-to- 
the-minute demos 
featured on our CD 



O WORDS Keith Pullin DISKMEISTER Daniel Emery 



CD trouble? Don't wony - 
phone our helpline and sort 
yourself out pronto! 

CD-ROM HELP Phone AST on 01708 
2S02S0 any weekday between 9.30am 
and 5pm. and Saturday from 1 0am to 
2pm, or email pczoneMit- 
iMiclemon.co.uk Please do NOT 
phone ttie PC ZONE office. Tfianks. 

BEFORE YOU DUO.. .. If you are 
calling the helpline, please take 
note of the following points: 

O If possible, tiave your PC operating 
and near to ttie ptione wtien you call. 
O If ttiis is not possible, note down all 
relevant infomration - ie system type, 
sound card, RAM etc - plus tt>e nature of 
the fault. 

O Make sure you have a pen and paper 
to hand wrfien you call so you can jot 
down the relevant info. 



MINIMUM SPECIFICATION 



O You need at least a Pentium 1 33 
with 16Mb RAM to run the software 
on this month's CO-ROM. 
O Many of the programs on our 
cover CO-ROM are designed to run 
under Windows 95 and, as a result 
some of them may require a Pentium 
166 with 32Mb RAM to run 
satisfactorily. Please note that some 
games also require a 30 accelerator 
card to run. 

O Use the browser and menu system 
to see which demos are Windows 95, 
OOS and 30 accelerator only. 



DEMOS + SHAREWARE 



ONTHECD 




TTiis exclush/e preview version of DMA's comical puzzler ghres you five levels of 
exploshre weirdness. Prepare yourself for warfare like you've never seen befora Can 
you defeat ttie Evil Black tanks and stop ttiem from achieving unhrersal tank domlnatkNi? 

The exemplary DMA Design are liack, and are about to offer a whole new slant on the 
real-time strategy genre. Our exdushre PC ZONE demo features the first four training 
levels, complete with an on-screen tutorial, so you don't get your mouse in a twist 

Once you've mastered the basics, you can test your metal on a stage from the 
game's Stone Age campaign. 

DMA claim TankUcs is: "The fastest, most original strategy game In the 
worid. Ever!" And considering the fact that their devious minds were responsible 
for Grand Theft Auto, It's a statement that shouldnl be taken lightly. Anyway, 
enough of the chat, experience the madness for yourself right now. 

Controls: Mouse 






Tanktics offers tank warfare with a surreal, comic twist. And Tubby custard, quite possibly. 
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nirok 2: change of grundles compulsory. 





TUROK 2: SEEDS OF EVIL 



Acciaim 



Back wttti a bang, as they say, and as soon as you get into tfiis single-level demo 
you'll see why. A 3Dfx card is compulsofY, as is a spare pair of hxHisers. Oh, and 
make sure you install DirectX 6.1 , too. Thankhilly, we've provMed it on this very 
CD.Arentwekind? 



Controls: 
CURSORS 



Keyboard/mouse/joypad 
Forward/back/left/right 



CTRL Fire 



SPACE 



Jump 
Crouch 
Next weapon 



Z Last weapon 

J Play dead 

KEYPAD 4 Strafe left 

KEYPADS Strafe right 

CAPS Map 





lEPiONTHECD 





Half -Life: prepare to have your little socks knocked off. 



HALF-LIFE 
UPLINK 



Sierra 



Almost as Impressive running in software, ttiis superii demo 
features a massive single-player level, plus ttie training zone 
as seen In ttie full game. If you don't linow what all the fuss has 
been about, prepare to be dazzled. 



Controls 


Keyboard/mouse 


MOUSE 1 


Primary attack 


W 


Forward 


MOUSE 2 


Secondary attack 


S 


Back 


R 


Reload weapon 


A 


Left 


E 


Use item 


D 


Right 


SHIR 


Walk 


1 


Move left 


F 


Flashlight 




Move right 


T 


Spray logo 


SPACE 


Jump 


[ 


Previous weapon 


CTRL 


Duck 


1 


Next weapon 




CLOSE COMBAT 
III: THE RUSSIAN 
FRONT 

Microsoft 

Closet communist? Well, now 
is the time to come out This 
single-level demo places you 
in control of a pack of slavering 
Russians as they confront 
those dastardly Nazis in the 
summer of 1943. 

The full game was reviewed 
last issue, and we liked it Now 
you can see why. 

Controls: Mouse/keyboard 

Z Move 

X Move fast 

C Sneak 

V Fire 

B Smoke 

N Defend 

M Ambush 
Space Show each 

command radius 

CTRL-f NUMBER KEY 

Save group to a 
number key 
RIGHT MOUSE Cancel an order 
line without 
placing order dot 

F3 Pause 

F5 Toggle Team 
Monitor on/off 
(not applicable In 
Overview map 
mode) 

F6 Toggle Inset Map 
on/off 

F7 Toggle Soldier 
Monitor on/off 

F8 Open options 

dialog box 
ESC Exit current battle 
without saving 



ADDED EXTRAS 



CTRUT Turn trees on/off 
CTRL-fK Turn on/off killed/ 

incapacitated 

soldiers 
CTRUS Sound on/off 




COMMANDOS: 
BEYOND THE CALL 
OF DUTY 

Eidos Interactive 
Take a look at how the latest 
Commandos add-on is 
shaping up. The new, 
streamlined interface and other 
various surprises will put a 
smile on your face as wide as 
the Rh/er Kwal. 

Controls: Mouse/keyboard 
1-7 Select 

commando 
2-F7 Change mode 
P Pause 
♦ Zoom in 
- Zoom out, normal 
view 

TUB Change position 
of knapsack on 
screen (left/right) 
ESC Go to main menu 
GTRUB Summary of 

mission briefing 
CTRUS Quick save 
CTRUL Load last Quick 
Save 

ALT-t-CUCK Camera tracks 

designated target 
CTRL-fCUCK Shoot from 

armed vehicle 
SHIFT-i-CLICK See field of view 
of selected 
enemy soldier 
Z Multlplayer chat 
window 
CTRL-fC Close chat 
window 



Once again, the PC ZONE CU provides ttie tools and utilities to malce your PC purr, rattier ttian growl 



PRO PILOT '99 

Cendant 

If you can get through the 
detailed pre-fllght checklists, 
you get to swoop around the 
dear blue sky of California in a 
nippy Cessna 172 Skyhawk. 
If you wanna get real high, this 
should do nicely. 

Controls: Keyboard/joystick 
AtTP Parking brake 
Z Battery on 
F Fuel selector valve 
8 Fuel boost pump 
3 Flashing beacon 
S Ignition switch 
BACKSPACE Full throttle 

•»• Increase throttle 
- Decrease throttle 
CTRLB Toggle brakes on/off 
KEYPAD -f Flaps up 
KEYPAD- Flaps down 
SHIFT C Autopilot 




THE OUEST 
FOR GLORY V: 
DIRAOON FIRE 

Cendant 

Wizards everywhere will feel 
as though they've won the 
jackpot with this demo of ttie 
continuing Glory RPQ saga. 
Go stick a lightning bolt up ttiat 
dragon's arse, why don'tcha? 
Controls: Mouse 



CtieatOMatic 

Automatic cheat program for the 
majority of DOS and Windows-based 



IKreca6.1 

Microsoft's latest drhrers for most 
Windows 95/98 games. 
EZDesk1.8 

Saves the position of your Windows 
95/98 desktop shortcuts and folders. 
rileYiewc2.1 

Hex/ASCII viewer for binary files. 

Game Wizard 32 

A general help utility for games, 



enabling better features and a bit 

moreooomph. 

Gamehack 

Mess around with the properties of 
some of your favourite games. 
HyperSnap-DX 3.20.00 
Screen-capture utility that copes 
wtth DirectX/DlrectSD and 3Dfx Glide 



Scitech Display Doctor v6.53 

The latest release of the unhrersai 

graphics card utility. 

UHS Reader for Windows 95 

The beginners' guide to hacking games. 



Universal Game Editor 
Designed to edit saved game files. 
Wmzip7.0 

The ultimate zip utility for Windows 9x 

and Windows NT. 

Anieolv2.50 

Brand new sofhware for the excellent 
online service that is CIX. 
Kali951.61 

Latest version of the client sofhivare for 
playing games over the Internet 
Compuserve 2.6a 
TTy Compuserve free for a month and 
get flying on the internet 



TimeOnlinevl.lOe 

Simple and effective way to h^ 

your Net time. 

GetRight3.2 

Sahrage broken downtoads, and much, 

much more. 

mlRC5.4 

Latest version of the Internet Relay 
Chat softwara 
GameSpy2.05 

Hnds all the latest servers playing your 

favourfte games. 

ClaraNH 

Sign up flies for ClaraNET. Requires IE4. 
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TOCA 2: looking like one of the best racers around. VrooooomI 



WARZONE 2100 

Eidos Interactive 

Pumpkin Studios' futuristic real-time strategy game boasts 
sophisticated Al as well as style. Browse ttvough this playable 
bcilning session to decide whether your future lies at the counter of 
your local games retailer. (See game review on page 80.) 



Controls: Mouse/keytmrd 

ENTER Multiplayer options 

2 Tilt view down 

4 Rotate left 

5 Restore default pitch 

6 Rotate right 



8 Tilt view up 

♦ Zoom in 

- Zoom out 

* Cycle through oil 
derricks 

/ Cycle through repair units 



TOM 2: TOORING CARS 

Codemasters 

There's no shortage of racers around on the PC at the moment, and TOCA 2 looks set to become 
one of the best This single-car and track demo features realistic car damage and 16 other 
nutters to race against. Rubbertastic. 

Controls: Keyboard/joypad 

CURSORS Accelerate/deceierate/left/right A 




-^UNPRECEDENTED PHYSICS 
M AND FLIGHT MODELLINGr 



AND FLIGHT MODE 
"CHECK!" 
'UP TO 40 BREA 



UP TO 40 BREAK-0 
POINTS PER PLANE 

mCR!" 

, , "BREATHTAKING 
3-D ENHANCED GRAPHICSr 

"CHECK!" 



^^SO SEPARATE MISSIONS 
V IN 30 SCENARIOS WITH 
ADVANCED SQUADRON AI.^ 

-CHECK!" 

CUSTOMIZABLE AND 
MULTIPLAYER DOGFIGHTSr 

"CHECK!" 




"on THE CD 




Rollercoaster Tycoon: if you thrilled to Theme Park, check this out. 



ROLLERCOASTER TYCOON 



Hasbro Interactive 



If Tlwme Parti is your idea of a ieisurely Sunday afternoon, check out this playable demo version of 
Rollercoaster Tycoon. This preview times out after 1 5 minutes, and you cant save either. It's Just 
not fair. (See game review on page 90.) 



Controls: Mouse 



EDITORIAL 



Other stuff that we couldn't fit anywhere else 



Tips & Solutions 

Our team of dedicated gaming 
professionals bring you all ttie 
latest hints, tips, solutions, 
guides. . . basically, anything and 
everything you could ever want to 
know about the PC's best games. 



CHAMPIONSHIP MANAGER 2 
UPDATE (unofficial) 

If you can't afford to buy CM3yet, 
stay up to date with the latest 
wheeling and dealing in the crazy 
world of football with this handy 



into your CiM2 directory destroys 
your existing savegames. Doh! 

HOTSHOTS 

Take a look at Homewortd. 

Requires MPEG movie player. 



data file. But beware: copying this (Also, see page 35.) 



ON THE CD 



EXTENDED PLAY 



Get more out of the games you already own. (Also see Extended Play on page 1 56) 



MOTOCROSS MADNESS 

Motocross Madness has finally come to the end of 
its life, has it? Wrong! We've got the latest official 
track pack from Microsoft, as well as five ottier new 
circuits besides. On yer bike, we say. 

NEED FOR SPEED 

Have you ever bored out the carburettor on a 900cc 
Mini Cooper? No? Never mind, you can do a similar 
thing with these four editors in Need For Speed- 
and it's almost as much fun. 



WARLORDS III 

We've got two new campaigns for the ever-popular 
turn-based enigma for you. So why don't you get off 
your arse and give them a bash. Don't be a couch 
potato, be a warlord instead. 

UNREAL 

If you thought you'd never go back to Unreal, think 
again. We've got seven new Bot maps, 1 1 new 
deathmatch levels, three Quake tribute maps, and 
some skins too. 




AUSTRALIAN 
CRICKET CAPTAIN 

Empire Interactive 
Anotlier wlilow wonder? is it 
summer aiready? Anyway, if 
anyone's going to produce ttie 
criclcet equivalent of CM3 it's 
going to be an Australian 
development team. If you're 
seriously Into criclcet, taice a 
iooic at wtiat Empire liave got 
in store for you. 

Controls: Mouse 




101:THE101ST 
AIRBORNE IN 
NORMANDY 

Empire Interactive 

Play ttie first scenario out of 
a possible 238 due for 



Inclusion In ttie final version of 
tills turn-based strategy game. 
As this is ttie same airt>ome 
division ttiat featured in 
Spielberg's Saving Private 
Ryan, will the game be as 
popular as the film? You can 
start mailing your mind up 
right now. 

Controls: Mouse 



4 
4 
4 

u 

4 



IMPERIALISM 2: 
AGE OF 
EXPLORATION 

Mindscape 

Play through the tutorial levels 
and see how far you can get In 
75 years. If you IHce turn-based 
strategy and loved the original 
Imperialism, you wont lie 
able to put this down. 
Controls: Mouse 




Dawn Of Aces: take to tlie air with four Germans up your arse. 



DAWN OF ACES 

hiteractive M^fc 

Let the wind flutter through your hair as you |ump into the cockpit 
of a Spad Vll WWI fighter. This brief demo throws you straight in at 
the deep end with four Gennans rapidly bearing down on you and 
your faittifui wingman. 



Contfols: 
E 



Keyboard/joypad 
Engine start/ 
stop 

Throttle up 
Throttle down 
Full throttle 
Engine idle 



A Left rudder 

D Right rudder 

S Centre rudder 

F12 Centre stick 

X Autothm level 

SHIFT X Autotrim speed 

CTRLX Autotrim angle 
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INTHECB 



PATCHES 




Brian Lara Cricket: bat as England against tlie Aussies - see if you can 
do better than the real shower. 



BRIAN LARA CRICKET 



Codemasters 



This taster puts you in to bat as England, with two overs 
remaining, ttiree wickets left, and 22 rans needed to beat the 
Aussies. Good fun provided you have a 3Dfx card installed. 



Controls: Numeric 

keypad/joypad 

1 Cover drive 

2 Straight drive 

3 On drive: front 
foot/back foot 

4 Square drive 

6 Leg glance 

7 Square cut/late cut 

8 Defensive: forward 
defensive/ 



back foot defensive 
9 Sweep/pull/hook 
ENTER Normal shot/start 
run 

RCTRL Six-hit shot/turn 
around mid-run 
RSHIR Defensive short cut 
(no need to hold 
directional key) 
GINS Leave ball/duck 
SPACE Menu 



Don't miss out on all the new patches that have been released. Check our CD 
browser for explanations of what the patches do 



AD&D Core Rules 2.0 v2.11pr 
m. 99 1.1 

AIDE DECAMP 11 2.07b 
AMERICAN CIVIL WAR 2.3 

ATFG0LDv2 

BAUMIR'S GATE vl.1 4315 patch 
BAniiCRUiSER 300AD 2.02 to 2.03 
CAESAR III 1.0.1.0 

DEER HUNTER 11 1.2 (full installation) 
DEER HUNTER H 1.2 (minimum installation) 
DESCENT 3 vl.1.1 demo patch 
DESCENT FREESPACE: TGW 1.06 (rest of 
the world) 
DUNE 2000 1.06 

EAST FRONT 1.08 (only with campaign 
add-on CD 1) 

EAST FRONT 1.08a (with campaign C0 1) 

EAST FRONT 1.08a (UK release) 

EAST FRONT 1.08a (UK release with pack 1) 

ENEMY INFESTATNNi 1.95 

FAUOUT II 1.02d (UK release) 

FORSAKEN 1.01 

GRAND TOUMNG 

GRIM FANDANGO 

INTERNATIONAL CRNXET Captain Ml 
ISRAELI AIR FORCE 1.1 
KUN60N: HONOUR GUARD 1.1 



KNIGHTS & MERCHANTS 1.32 
UNKSLS991.10to1.10a 
Luftwaffe Commander 1.1 
MADDEN NFL 99 2.07 

MONACO GRAND PRIX RACING SIMULATION II 

1.04 (for Direct3D) 

M0T0RACERII1.34 

NEED FOR SPEED III 1.02 

NIGHTMARE CREATURES U 

PLAYER MANAGER 98/99 1.3 

P0WERSUDE1.01 

PRO PILOT 99 1.01 

QUAKE II (3Dnow! Drivers for v3.20) 

RAILROAD TYCOON I1 1.05 

RING (patch 1.0) 

SPEEDDOAT AHACK (Vbodoo2 fhc, 

mutti-language) 

THIRD MILLENNIUM 1.07 (UK release) 
TOP GUN HORNET S NEST 1.1 
TOTAL AIR WAR1.1 (for DirectSD) 
TOTAL AIR WAR 1.1 (for Voodoo) 
UDIKfix 
UNREAL 

WARGASM patch #1 (European release) 

WARLORDS III 1.02 

WCWNitrofix#1 

WORLD WAR HHGHTERS 1.05 





Men-Fri 9am-8pm, Sat 10-7^ Sunday 10,-4^ 



A DIVISION OF INTERACTIVE COMMEROAL ENTERPRISES LTD 



As row PURSUE YOUR HOBBY YOU WILL UMDOflBTiDLY CONSfOfff BUYIMO 
^ OUR OAMiS FffOM LOTS OF DlffiRiMT PUCES SUCM AS TMM HIGH STRUT 
OR OTHtR MAIL ORDiR COMPANIES. SO WHAT MAKBS BUYIMO FROM eAMtPLAY 



lefBRSMT TO BUYIMO fROM AMYWHBi 



WtLL, 



You should find Gameplay to be the 
cheapest supplier of PC games in the country. 
However, we can't look everywhere at once, so 
if you do find a better price, please ring us and we will do 
our best to beat or match it. Also, we offer a FREE 1st Class 
delivery service and we don't charge for membership if you 
are buying by mail order so there are no"Hidden - 
Charges". The price you see is the price you r ' 



Just look at this advert! 2 pages crammed \ 
software and equipment! We try to stock € 
game available and if it's not in stock when you 
ring we should be able to get it for you fast. 




All items are fully guaranteed by both Gameplay 
and their manufacturers. Any product that 
becomes faulty within its warranty period will be 
replaced hassle free, quickly and efficiently. 



SERVICE !! 



Delivery time is normally within 2 working days I 
and our packaging has been specially designed 
to ensure that your products arrive in perfect 
condition (we do not use Jiffy Bags!). Also whatever 
your needs we can help you make the right choice. Our 
salesmen are all enthusiasts and do not make commission, 
so they can give you completely impartial advice. 
Remember, if you don't like it you don't have to keep it so 
we make sure we tell you the truth! 




Why not visit our 

club superstore in 
Leeds at the 

ADDRESS ON THE ORDER FORMI 

All items in 
j the store 
\are at the 

SAME 
yiSCOUNTED 
PRICES AS 
OUR MAIL 

ORDER 
DIVISION, 

These are the qualities that have made us Britain's 
largest and fastest growing mail order supplier of 
computer games. CAN YOU AFFORD NOT TO BUY YOUR 
GAMES FROM US? 




WITH EVERY ORDER 

mn TINE vo« mi m mier vou may cwme a 

PIECE Of SOFTWARE FROM OaR FREE filFT LIST OF 
(AMES AN* ACCESSORIES. THERE IS A UNIT OF ONE 
FREE CIFT PER WEEK BUT HO MINIMIM OR»ER VALUE 
TO OOAIIFY. $ECON»iy, YOU Will AISO RECEIVE MR 
lATEST CATAIOCUE PACKED WITH MORE OFFERS! 

. K£Ai ■ ■ ■ -v; ■■ ■ - 

1943 European Air Wajj £26.99 

101 A. . £24.99 

3D Uii-cA -..A. : ►r. iRaong £14.99 

3 Meoa Games: Wing Commwc« 4, PmvATtER 2 & 

Qmm NO Regkt £18.99 

688i Hunter Knot £29.99 

Abe's Exoous ^ £23.99 

AcTUAC5aF2 £14.99 

AauASocaR2 £14.99 

AcTUASocaR3 £23,99 

AowmMB Data Disk for Wakraft 2, Diablo, MtoKT 

& Magic 2 & DACGfRf ail £5.99 

Am » Emrais ».......»....£22.99 

AGfOFEMflRfsGoio £27.99 

Age of Emhres Rise of Rome Data Disk £20.99 

Mow Eawres Data Disk £13.99 

AH64D Longbow 2 £18.99 

Alpha Cbitami ™^...«^ £29.99 

Amm Emuutw CD (100s of Amm oamb)£14.99 

Ai^l602 £25.99 

Apache Havoc £23.99 

Army Men 2 £23.99 

Award Winners Nol Pack £14.99 

BAUMNT'sGAn £25.99 

BATTlfGROUNO Eastw Front £18.99 



l^^^^rruw 
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AMfitCAN Civil Wab CouiaiON - AwnnAM, 

Buu Run, GfTTYsauRG & Shiloh £19.99 

Namuon Couccdon - Napouon in 
RussM, hnuiDf TO Waxirioo, Watihoo & 

Agi o» Saiu £26.99 

The Followino are all just £9.99 each!!! 
Antktam, AtDCNNES, Buu ftoH, Ghtyssuig, 
Namuom in Russia, PmuM to Watiiioo, 
Shiloh, Watuloo. 



Battugwuno Western Front £24.99 

Batti! Isif 4 - Incubation £1 7.99 

Incubation Data Disk: The Wiikrness Misswns.. £13.99 

BattifechMechcommanoer £17.99 

Battuzone £10.99 

Bmoist Namis Bbt Gamb • Need for Speed 2SE, Dark 
Omen, Theme Hosfital, Dungeon Keefh. Sm2000£22.99 

BiACK Dahua £28.99 

BiADE Runner £19.99 

Buziaid: STAKun, Duno A WAKun 2 ..£36.99 

Biooo 2; The Chosen £27.99 

Brian Lara Cricket £24 .99 

BRUNSwa BowuNG £15.99 

Bust AMOVE 2 £16 99 

Caisa* 3....^^ ...,«.M...»..£23.99 

CafitausmPius £14.99 

Carmagedoon £12.99 

CAMMOSNMN 2 i.....m...lHl.llilirttiiTTTrrT-T--T— ^6.99 

CASTRa HONOA SuffRBlKf WORIO CHAMPIONSHIP ..£19.99 

Catz £7.99 







^^^^^^^^^^^ 


1 

1 £23 



aizj £14.99 

Chamfionsmp Manager '97/'98 £1 7.99 

Chamnonship Managii 3. ....... .....^............£24.99 

Chessmaster 6000 £26 99 

CiviusATiON Cau TO Powtt £28.99 

Cmusation 2 -f Settlers 2 4- Sim On 2000 £24.99 

Cmusation 2 + Command & Conquer £19.99 

Ov 2, Maoc the Gathering & XCom Apocaiyps££1 6.99 

Ovius^TiON 2 Data Disk: Fantastic Worids £13 99 

Cmusation 2 £13.99 

Ov 2 CouicnoH: Cmusaton 2, Fantastic Worlds, 
Confucts in CivusATioN & Ov 2 Strategy Guide £23.99 

Close Combat 2: A Bridge Too Far £21 .99 

Close Combat 3: Russian Front £29.99 

CLUED0 2 £22.99 

CouN McRai Rauy £21.99 

Combat Fught Sim (Microsoh) £30.99 



Command & Conquer Tiberian Sun £29.99 

Command & Conquer & Covir On £19.99 

CO'^«T Op^ii^-iO';5 Data Dis-, C&C £9.99 

CACRidAurt £12.99 

C A C Red Aurt, Ahermath -f CouNTasTRiKE£25.99 

COUNTERSTWKE - OfFIClAL ReD AlERT DaTA DiSK £13.99 

Aftermath - offioal Red Alert Data Disk £13.99 



Commandos: Behind Enemy Lines £27.99 

CoNFua Frhspace £22.99 

CoNFUG Freespace Data DiSK: SiifNT Threat £13.99 

Qkaiuks 2 .....................w....^.. — £23.99 

Daggerfau 2: Battiesfire £27.99 



Daikatana „ £27.99 

DANcaDNA £14 99 

DarkVengeanq £27.99 

Dark Omen: Warhammb 2 £14.99 

Deathtrap Dungeon £16.99 

Delta Force £29.99 

Dpths of Doom Trilooy - Doom 2, Ultimate Doom, 

Episode IV & 3000 Master Levels £12.99 

Duno £16.99 

Diablo Hellfre: Offioal Data Disk £1 3.99 

DiscwotLO NO(R ...».....^».^£27.99 

DOGZ £7.99 

D0GZ3 il4.99 

Duke NukemSD £12.99 

Duke Nukem In The Carsbean £9.99 

Duke Nukem Kiu.-A-Ton Collection £17.99 

Dune 2000 £17.99 

Deeper Dungeons Data Disk for Dungeon Kefer ...£9.99 
Extreme Powb Pack 2 Tomb RAioa, Z, RFA '97£14.99 

Fl 5 (Janes) £29.99 

F16 Viper iMiG-29 Fulcrum £24.99 

F22 Red Sea Operations Data Disk £13.99 

F- 18 Hornet £22.99 

FA.18 Korea £14.99 

FA Premier Leagw Footuu Manaom £19.99 

Falcon 4.0 £26.99 

Fallout £17.99 

Fallout 2 £25.99 

nFASocca'99 £26.99 

Fighter Squadron £28.99 

Final Fantasy 7 £29.99 

Fught Unu»«teo2 £13.99 

Flying Corps Gold & FA18 Hornet £24.99 

FoROonm RiAuits ADAD Arcmvi - 

Eye OF THE Beholder l,2&3,Me4ZOB£RiiANZAN. 

Dungeon Hack + 7 others £19.99 

Forsaken £12.99 

Gf.Mf, Net & Match £17.99 

Ga^surs: Organised Cbme £28.99 

GetMedieml £16.99 

Gex3D £13.99 

Global Dowwtwn £28.99 

GoosfflUMPS • AHAtt OF the Mutant £25.99 

Grand Prix Legends £24.99 

Grand Theh Auto — .£15.99 

Grand Touring £25.99 

Great Battles Sehes Tripu PAa £24.99 



Mtctoxn Fuam Sm'9Bl Woiu> or Fught £3^.99 

MiciosofT SouncM Cmkvm Data Obk. — £23.99 

Scinw Dw 98 - G«Ar Bktah P>urrs I, 2, 4 3 £18 99 

SawDi^98-fi.*:*f I, 2o<3 £29 99 

PucmSwfV3-NOwraiPS5.liFS6 £35.99 
fuGmSmfifXV2-CommsvnHnjm,$CBm,iouHU 
fTcrofFS5.?,P$6 4P$9a £H99 

B-Dff^y BlI'^ii Jn.fm^/GitAi A«ms £aCh £23 99 

74 1 iTfRMTONAi PAa £15.99 

129.99 



Grim Fandango 

HALF<bFE 



,..£27.99 



HALF-UfE Data Disk: Team Fortress 2 £17.99 

HARDeAu6 £14.99 

Heavy Gear 2 £28.99 

Hardwar £19.99 

Heart of Darkness £27.99 

HERfTK:2 £28.99 

Hekoes of Might & Magic 2 & Data Disk bundle £24.99 

Houoay Island £21.99 

HoMEWORio «^ » ,.^^..127.99 

lr«usTRY Qant £24.99 

l.'^TERNATIONAl CRICKET CaPTAIN £22.99 

iNf L Rally Championship (Network Q 2) £1 2.99 

IPAN2ER 44 £22.99 

I War £19.99 

ISRAEU Air Combat £27.99 

Jazz jAa Rabbit 2 £14.99 

Jioi Kmoht a Mystbhis OF Stth Data Dbk ..£22.99 

Jimmy White's Snooker 2: Cuebau £29.99 

Jo Guest Love Bytes £16.99 

KiLUNG Time - Quake & Ultimate Doom! £15.99 




Champ Man 3 TOCA 2 



Kings Quest 8 Mask of Etrmh »......£26.99 

Kings Quest Cooeoion £18.99 

KKND Extreme £9.99 

Knights & Merchants £26.99 

IanosofLore3 £29.99 

Ust Express £19.99 

LfGAQ OF Kain 2: Soul Reaver. £29.99 

Ugo Chess £24.99 

Lego Creator £28.99 

Lego Loco £22.99 

Ugo Iswno £19.99 

UnksLS'98 £19.99 

Links 15^99 £28.99 

IJMO Courses: VALDERAM^/OAKL*N0/DAVls Love/Etc. £16.99 

Lords Of Magic £25.99 

Lords of the Reauw 2 Royal Edition £25.99 

Luftwaffe Collection £19.99 

LuiA • The Sexy Empre & Virtual Babe Pao £19.99 

Ml Tank Pwtoon2 £18.99 

Megapak 8 £23.99 

MfOAPAK 9 • Cmusation 2, Interstate 76, Destruction 
Derby 2, Discworld 2, F22 Raptor, JAa Nickiaus 5, Pro 

Pinbau TiMESHoa, Adwral Sea Battles £27.99 

Magic & Mayhem £28.99 

Men In Boo ^ £16.99 

MIA £22.99 

Michael Owen's World League Soccer '99 £23.99 

Micro Machines 3 £19.99 

Microsoft Pinball Arcade £1 7.99 

Microsoft Return of Aro« £1 7.99 

Microsoft Revenge of Arcade £1 7.99 

MoosofT Motocross Madness £29.99 

Might & Magic 6 £26.99 

Monaco Gwnd Prix Raong Sim £28.99 

Monkey Island 3 .,..£21.99 

Monkiy Island 1, 2 A 3...»^..«.»....^.»^28.99 
Monopoly £24.99 



Motorhead £17.99 

Myst £18.99 

Myth: The Faiun Loim.»»».«.»..»»,,.»......£17.99 

NBA Live '99 £29.99 

Need For Speed 3: Hot Pursuit £29.99 

NFL Madden '99 £29.99 

North v South £27.99 

Operational Art of War £26.99 

OuTUHn ^ «...M..M^.....£9.99 

OuTWARs £33.99 

Paorc GeJERAL « £18.99 

Pandemomum2 £13.99 

PGA Tour Pro £17.99 

PGA Golf 99 Serra Sports £24.99 

Pga Nippenburg Euro Data Disk £6.99 

Poua Quest Collection M £21.99 

PoiiaQuiSTSWAT2 £24.99 

PouTiKA (Tom CiANO) £17.99 

Poa Shark £25.99 

Populous: the Third Coming £29.99 

POSTAL £15.99 

Powerchess2 £24.99 

Prea^er Manager '99 £21.99 

Pro 18 World Tour Golf £28.99 

Pro Pinbau: Big RAa USA £16.99 

Pro PiNBAa: TiMESHoa £14.99 

Quake Resurrection: Quake, Q Zone & MAua £10.99 

QuAKi2 £17.99 

Quake 2 Data Disk: Juggernaut £12.99 

Quake 2 Data Disk: Ground Zero £1 5.99 

Quest for Glory 5: Dragon Fire £24.99 

Quest for Glory Anthology £18.99 

Railroad Tycoon 2 ^25.99 

RAINI0W6 121.99 

Rainbow 6 Data Disk: Eagle Watch £1 3.99 

Reah £28.99 

Red Baron 2 3D £25.99 

REDNEa Rides Again £27.99 

Resident Evil . state 3DFX OR Power VR versk)n..£22.99 

Resident Evil 2 £28.99 

Return TO Kronoor £28.99 

Rising Lands £14.99 

Risk £19.99 

RwEN (Myst 2) £16.99 

RoGUi Squadron ..^ ».i27.99 

ROLLERCOASTER TYCOON £27.99 

RuGRATS Adventure Game £20.99 

Scrabble £27.99 

Sensible SocaR World Cup '98 Edition £22.99 

Sentinel Returns £12.99 

Settlers 2 Gold & Seven Kingdoms Bunou £19.99 

Settlers2Gold £14.99 

ScTTiiRS 3 ™_..£24.99 

Shadows of the Emfire £1 2.99 



....£21.99 




X Wing Alliance S«fr/*n 3 

Shanghai Dynasty £19.99 

Shogo Mobile Armour Divson £24.99 

Sierra Pro Pilot Double Paoc £28.99 

Sierra Sports: Goif/Sw Racing each £22.99 

Silver £28.99 

Sim City 3000 £29.99 

Sn £19.99 

Smau Soldiers £21.99 

Skccy CD '97 (3000 Snoww A C64 0AMB)i14.99 

SolwersatWar £24.99 

SonkR „ £23.99 

South Park Screen Savr...^..* £18.99 

South Park the Game £28.99 



STAICRAn.... 

Starcraft Data Disk: Brood War £1 7 99 

Starcraft Data Disk: Steuar Forces £13.99 

Starship Titamc £24.95 

Starsiege Tribes £29.99 

Star Trek: Birth of the Federation (Due March). .£29.9? 

Star Trek: Captain's Chair £26.95 

Star Trek ENoaoPAEDiA £26 95 

Star Trik GiMUTiom ..^...^ — 1 .9t 
Star Trek Kunoon Honor GuAB.».....,^i1 8.99 

Star Trek Omnipedia £12.95 

Star Trek: Star Fleet Academy £25.95 

Star Wars Archves £22 95 

Star Wars: Behind the Magic £1 6.95 

Star Wars Monopoly £10.95 

Star Wars Supremact £22 95 

Star Wars: X Wing Allianq £29.95 

Star Wars: X Wing CousaoRS Series £24.95 

SuPERfliKE World Championship £29 95 

Team Apache £27.9? 

Test Drive 4X4 £29.9S 

Test Drive 5 £299? 

The Golf Pio ^ £16.95 

THEGaFPR0 2 £16,9< 

Thief: Dark Projeg £28.9? 

TK5ER Woods '99 Goif £29 9? 

TOCA Touring Cars £19.9? 

TOa Touring Cars 2 i24.91 

Tomb Raider 2 £19^? 

ToMR Raidr 3 £27.9< 

Top Gun 2 £24 9i 

Total Air War £28 91 

Total Animals (Catz, Dogz & Worms) £1 2 91 

Total Annihilation Kingdoms £28 91 

Total Huvrn: Civiusation 2, Sim City 2000, 

Settlers 2 £24.91 

Total Insanity: PGA European Tour, Network Q 

Rally, Star Trek TNG A Rnal Unity £14.9< 

Total Insanity 2 £24 9* 

Total Sport: Unks LS, Sampras Tennis, FIFA '97.£12.9< 

Trespasser £29.9* 

TuROK 2 £28.9« 

Ultima Collection £24 9* 

Ultimate SocaR Manager '98/99 Season Ed £22.9' 

Ultimate Socqr Manager '98 Data Disk £1 3 9- 

Ultimate World War 2 CouicnoN - Panzer General 
2, SteelPasthers 3,Slent Huntir,SoldiersatWar£27.95 

Unreal £17.9- 

Uprising 2: Lead and Destroy £28 9" 

Viper Raong £26.? 

Virtual Pool 2 £19 ? 

VRauy £26.? 

Wall Streh Trader 99 £29.? 

Warcrah 2 -f 50 extu uvbs * hmt ioor..£1 6.9' 

War Games £29 ? 

Wargasm £28.? 

Warhammer: Chaos Gm £27? 

Warhammer: Final bVBAnon £25? 

War OF THE Worlds £26 9 

WARZONE2100 £28 9 

WCWNiTio £22? 

Wing Commander PROfHia £1 7 ? 

World Cup '98 £9? 

WoRiD War 2 Fighters £29 ? 

Worms Armageddon ....... . £23.9 

Worms Collktion: Inqudes Worms2, Worms Unite: 

and Worms Pinball £17.9 

X Files: The Game £32 9 

X Files: Unrestricted Accbs £18 9 

X Wing v Tie Fighter A BAUNa Of PoiiiR...£22.9 
ZoRK Trilogy: Zork Grand Inquisitor, Rfurn id Z y 
AND ZoRK Nemesis £26.9 



Special Ops £24.99 

Sports Car GT £29.99 




Monster TRua Madness 2 £33.99 

MOTO Raor 2 £29.99 

WE DO NOT CHARGE YOUR CREPn CARD UNTIL YOUR ORDER IS DESPATCHED. SO YOU CAN RESERVE YOUR NEW RELEASES TODAY. 



L 



PC Gomes Cheaf line] 
08900 308999 

rfear/y 300 aames 
availabiel 
Colls cost 50p per mmufe, 
ov^eroge coll fime 2 2 m/nufes. 

A<1' fiprmiccinn h<«fofP rnltinn^ 



BRITAIN'S LARGEST MAIL ORDE 

PRICE! CHOICE 



»ALES FAX 0113 234 0770 

website http://www.gomeplay.uk.ceiii 



ECHNICAL SUPP 
USTOMER SERVI 



^ 6piii 
|6pm 



113 234 0999 
113 234 0666 



BUDGET GAMES 




pHILDREN 9t EDUCATION 

This is just a small selection of 
our educational range. Please 
call for a quote if you do not 



$— what you or* looking for. 



iTH Hour + 7th Guest £13.99 

3D UiTRA PiNWu £10.99 

AIOCuBA £9.99 

AcTUA 5oca« Que EonwN £9.99 

ADOOON PiNBAU. £13.99 

AGtOf Swi £9.99 

A«MCXJttDFiST2.0(WiN'95) £13.99 

kTTiEauiDCR 3000AD £9.99 

kTTif Isif 2 & Data Dsn £9.99 

!h)iam & BuGWDCR DouBiE Pkjh £5.99 

Betrayal inAntara £9.99 

Birthright £9.99 

BioKiN Swoto ............^.^»^»^...........£9.99 

Cannon Foodw 2 + Dune 2 £1 3.99 

CAfSA« 2 £9.99 

>£SAR's Pauce £9.99 

>«ot«a£S Of THE Swo© £8.99 

Imusatwn £9.99 

ivii War General 1 on 2 £9.99, 

Conquest of the Eaahre £9.99 

Features Goto £13.99 

^rBERST0RM2 £9.99 

Urk Eye £8.99 

)aik Forces £12.99 

)esert Strike & Jungie Stwe £1 2.99 

ESTRucnoN Derby 1 or 2 each £13.99 

Doom 2 £9.99 

DuNGfON KEirat GoiD .».......»...^....».„..£13.99 

IIF2000 ^8.99 

F22 Lightning 2 £13.99 

ToBiACK £9.99 

Racing £9.99 

Doom £9.99 

Pro Pinbau TiMESHOCK &Web...£1 8.99 

1 '97 £9.99 

Knight 142 £13.99 

.£4.99 

Piix2 J10.99 

:0R£ 4X4 £6.99 

est of Souls £9.99 

iGAiAcncA £9.99 

STATE 76 £9.99 

.£11.99 

i Quest 7 £9.99 

:SuitUrry6 £10.99 

i PArmi + No Mo(S L&««cs -»- lAMNGse 1 2.99 

iLS £13.99 

2 £13.99 

ayer & Maximum FoRa Double Pack £7.99 

; the Gathbwg (Microwose) £10.99 

Of DiMWSiONS £9.99 

Of Orion 2 £10.99 

I Warrjor 2 OR MW2 Mercena«es..each £9.99 

i Machines 2 SfECiAi Edition £9.99 

STER Truck Madness £12.99 

TAL KOMBAT 3 £9.99 

Racing & Track Pack £9.99 

7 £10.99 

Q Rally £9.99 

I Raqrs £5.99 

Strike £13.99 

>: All's OODYSB £10.99 

ST 2 £9.99 

; Sampras Tenms £11.99 

, European Tour £13.99 

,2 £13.99 

I Gold (Inquoes extra tracks) £ 1 3.99 

Quest SWAT £9.99 

ConumoN & Uis - Dune 2, Bineath a 

.Sky, F.14, UFO £9.99 

;r2: Tfif Oarxlning £9.99 

PiNflAu £9.99 

.£9.99 

ITOZORK £7.99 

iRasi £12.99 

w4 Max Hit T>€ Ra»o + Day Of t>€ TB<TAaE£13.99 

CDRCHER £4.99 

CREAMER OR SCREAMER 2 EACH £9.99 

wdowWasrkdr £14.99 

I Meier's Gettysburg £13.99 

iOty2000 Network £9.99 

« Hulk 2: VOTBA £10.99 

M Trek: Next Generation A F»4AL Unity £9.99 

fa Puzzle Rghter 2 £9.99 

M)OteWars £13.99 

K Murphy Overseer • Under A KiLUNG Moon 2 £1 2 .99 

MiHosmAL £13.99 

■MiPAM £13.99 

[ Fkjhter Collecor's CD £9.99 

« Commando £8.99 

MB Raider & Unfinished Business £13.99 

IP Gun £10.99 

waiA w iiWATiOM £12.99 

m ANMHiunoN Disk: Core Contingency £18.99 

wspoRT Tycoon & World Editor £9.99 

8 £13.99 

[nM@nRAC£ £9.99 

LTIMATE SOCaR MANAGER 2 £9.99 

ce A Killing Moon £9.99 

WS £7.99 

: Powerboat Racing £9.99 

mmammb: Shadow of the Homio Rat £9.99 

k*G Commander 3 £8.99 

toiMS United £10.99 

I Com: Awoimi £10.99 

[ Com: Trror From the Deep £ 1 0.99 

;WiNGCoiLEcnoN + Rebel Assault £13.99 

£9.99 

ORK Nemesis £9.99 




Bananas in Pyjaaaas £1 5.9* ' 

Castle Expiorer £14.99 

Castle Explorer/Dinosaur Hunter Bundle ....£24.99 

Chroniqe of 20th Century £21 .99 

ENacioPEOiA of Nature 2 £22.99 

ENaaoPEOiA of SciENa 1 /Nature 1 ...each £12.99 

Enqclopedia OP Sce^a 2 £22.99 

Enqclopedia of Space & Univbse £24.99 

History of the World 2 £23.99 

My First Amazing World Explorer 2 £19.99 

My Rrst Increwble Amazing Dioionary £1 6.99 

RH>SHirT3 .......£22.99 

Ultimate Human Body 2 £23.99 

Virtual Reauty Dinosaur Hunter £1 7.99 

AwiA CCjg Rmf AWP K?3 Tf?r fgB 



EACH PACKAGE CAN BE CUSTOMISED TO 
SUIT DIFFERENT LEVELS OF ABIUH AND 
ALLOW YOU TO SELEC THE APPROPRIATE 
EXAM BOARD AND SYLLABUS. AlL ARE 
WRITTEN BY PRAQISING TEACHERS. OUR 
|MOST highly recommended RANGE OF 
EDUCATION AIDS. 
GCSE Maths, Chemistit, Physics, BioicxiY & 

GlOGRAPMY EACH £1 6.99 

KrrsTAGf 3 Maths, ScifNa, Geography each £15.99 





^ £29.99 : ^ £28.99 : - £28.99 

DISMEY 

Wf STOCK m rm iangi of DisHtr CD Rom nrus 

AT SOME OF THE CNEAPEST Pt/CES IN ttlTAiNf 
PlfASf aU FOR PllCfSf 



BRODERBUND 

GsEEN Eggs & HWHa«»y & the Haunted House each £17.99 

Lofticu Journey of tmi Zoouiws £23.99 

Ivm lONi £15.99 

Micioson 

Bainey Goes to the Ciicus/Undei the Sea .each £1 7.99 

CifATivE WiiTEi? £24.99 

Fine Artist £12.99 

Fine Artist + Chative Wiitei OouiiE Pace £28.99 

Magic Schooiius Range EACH £24.99 

OTHERS 



ADI Boo Read & Count 4-5/6- 7yrs £18.99 

ADI Engush & Maths Years 3-10 eacm £21 99 

Barbie Cool Looks Fashion DESiONEt....£26.99 

Barbie Riding School £24.99 

BBC Teutubbies/Pingu uch £20.99 

Jump Ahead H\imi £22.99 

Playmobil Range each £24.99 

Pr«t Artist V4 (Sierra) £17.99 

SuIMON'S CaITOON STUDtO.....M......» £19.99 

ViETUAi Spbncfield £18.99 

Winnie t^^e Witch /A FtSH Who CouiD Wish each £9.99 

SPEAKEK 




1 20 Watts PMI>i 
Surround Sounci, 

Loudness Bass System, 
Full Range Tone 

Control, Power Supply. 
L27.VV 



I 



M axim Woofer 
300W PMPO, Active 
Sound, Dynamic Bass 
Super Woofer, 3D 
Surround, Satellite 
Speakers. Power 
Supply. £59.99 



APOCALYPSE POWER VR 



Power VR 2nd 
Generation 

is almost 
here! Power 
VR 2nd 
Generation will be the most 
powerful graphics accelerator 
on the market with an expected 
price of under £100. Please call 
for more info! 

Sonic Storm Pro £47.99 

DVD Player £709.99 

Sirocco speakers £204.99 



home & REFERENCE 




OFFER 

Microsoft 3D Movie Ma«r £29.99 £14.99 

AuTO«ouTE'99 £59.99 £50.99 

Bookshelf '99 £49.99 £40.99 

Onemania'97 £29.99 £14.99 

Dmmbous Ckatuks £29.99 £10.99 

Encarta World Atias '99 £49.99 £41 .99 

EnCarta'97 £17.99 

Encata '99 Stahoaio £49.99 £41 .99 

Encarta '99 DauxE £79.99 £64.99 

E^4CAfiTA 99 Rff Suite DVD £99.99 £79.99 

Greetings WoRKSHOf 2 £39.99 £33.99 

Money '99 £29.99 £25.99 

Oma '97 Pio £499.99 . £ 1 89.99 

P,iis:Fo«WN[)ow'98) £49 99., , £35.99 

PuBUSMER '95 DauxE £79.99 £34.99 

Student Oma '97 £1 19.99 

Student Pubusher £49.99 £39.99 

Student Works £49.99 £39.99 

WKTOWV98 £99 99 £75.99 

WineGuiol^ £49.99 £10.99 

-v .i '97 £59.99 £39.99 

a;-sV4.5 £59.99 £29.99 



Corel Draw 4 £16.99 

Corel Draw 6 „ £39.99 

Dance EJ £22.99 

Rave EJ £25.99 

ENacioPAEDiA Britanniu '99 £109.99 

Family Tree Maker V5 Deluxe £33.99 

Flagtower Range each £5.99 

Home Gourmet £5.99 

HuTCHiNSONS Encyclopedia '97 £8.99 

Mavis Teaches Typing V8 £23.99 

Ordnance Survey Map of GB £13.99 

Oxford Interactive Encyclopaedia £14.99 

Simply Speaking Gold £24.99 





First Aid '98 K)« Windows '95 £26.99 

First Aid Deluxe '97 for Windows '95 £32.99 

First Ajd Deluxe '98 for Windows '95 £40.99 

McAfee VirusScan V3 £24.99 

Norton Antivi»us 4 Goto £24.99 

Norton Uninstau £1 7.99 

Norton Utilities V2 £22.99 

Norton Utilities Gold £25.99 

Nuts 4 Bolts £19.99 

That's What I Cau Hup! . Fkst Aid '97, Norton 
Antivibus, Windilcte, Poweroesk, Handyman C39 99 



LANGUAGE 

BcRun Think & Tau Range 
Frencn/German/Spanish/Italian 
OR Japanese....Each £26.99 

Language Assistakt ri»AKSJno«) Ima- Tusic*";. documwr 
FROM OR nto French, Qmn, ^ansh or Italian . Eacn £26.99 
F1 SIM 
COMPACT 
WHEEL 

I Hand-slHch«d replica 
F1 10^ steering wheel 
J , self-centering and 
torque action. Gear change functions on 

steering column, 2 programmable 
buttons. Durable plastic pedals. £72.99 



TOP DRIVE 
STEERING WHEEL 

COMPUTE WITN WOMQNG OiARSTICX AND FOOT PEDALS 

ALSO HAS 9 BUnONS ON THE STEERING WHEEL WHICH CAN Bt 
PROGRAMMED AS GfARSHIFT OR BMd/ACCtimJOH/FlllE, ETC. 
SUITMU Ki US WfH Mi DMVmO «AMB 

PLUGS INTO ALL 
STANDARD JOrPAO PORTS • NO SPfOAL HARDWARE REOUIREO 

SPECIAL OFFEt!! 

BUY A TOP GEAR 
STEERING WHEEL 
AND GH £2 
OFF ANY 
MHVINGGAME 




CM iHionu Pio £94.99 

CH Virtual Pilot Pro £79.99 

CH Pro Pedal £79.99 

CH Game Card £25.99 

CH F. 16 Fighter Stick £94.99 

CH F-UCoMMT Stick £61.99 

GiAvis Analogue Pio Jotstick £19.99 

Gravis Firebird 2 £44.99 

Gravis Gamepao £16.99 

Gravis Gamepad "Pro** £22.99 

SuNCOM F-ISE Talon £44.99 

SuNCOM G-FoiCE Pius Yoke £34.99 

SuNCOM FS THioniE £89.99 

SiOEWMOEt 'Pkcision' Pio £46.99 

SlOCTflNOW FlEESTYlf P»o £43.99 

SiOEvmNoet Focce Feediack £109.99 
SiDfWMOEi FoKE Feediacx Wheel£1 39.99 
Micioson SiOEwmoH Gamepad £24.99 



A Sputtb CMU wnN * nmnNS 
I CoMPATiiu mm Win "95 md DOS and 
-...qJ3B AUKnsTKXi/PMK, TNI Alfa Quad 

r: I Z!^ MLOW 2 PIVias TO M COMtfOiD 10 ONf 

jotstkxport. 7ft lomg lead. 




THRUSTMASTER PRODUCTS 

FoKMUiA 1 Raqng Wheel & Pedals Assembly 
Co«s mi Stebbng Wheel GtARsna + Pedals 
RRP £124.99 OUR fNna £99.99 
Fow Fbdmoc vnstON £1 19.99 
Thiustmastei F1 Spmnt Steeping Wheel 
RRP C54 99 OUR PRICE £46.99 
Maximise performance & responsiveness with a 
Thrustmasfef ACM Game Card £21.99 



F-16 FLO Jorsna- Featiks Four 4-way h*ts, 

3 Bir-ON- Di^ Stage Tibogb & Padoe Swtoi £109.99 

F.16 TQS Thntiu - Tiue Rsno Of F-16 Thwttu Quadrant 
SvsTiM. Features Takgetng Cubo« Control, Two Dws. 

Two 3-P05IT10N SwnOf S & 4-WAY WDIC SWITCH £l 09.99 

AnAOtTHwrni £42.99 

F-22JoT5iia £129.99 

XFiomiiJoTsncK £38.99 

EuTi RuDOB Pdau £49.99 

Top Gun OmoAi Jotstick - 4 Way Hat Smtch, Weighted 

Base, 3 Bevhh) Buhons, Qua hem ^txxa £28.99 

Thiustmastb Fught Paoc • MQUDES Top Gun Jorsna, 
Attack Throttu i Elite pedals £1 19.99 



saitek products 




X36 FiioHTST"v ^ THv^iinL' Pa^k 

UNABGUABU the BfST BUNOLt 
AVAILABU! ExCHLfNI ffVlfWS FIIOM 
AU MAGi/INtS, fvm fffilUBE 

CONCHVlRlt - (ill Hit Mdtf iNfO 



BHIUANT NEW CONCirr IN GAMti 

contiol auows you to plat and 

masm compux gamis mok 
lASiiY. Simply touch thi pictupe 

TO CONTIOL the OAMf f FUUY 
{ PtOOIAMMABU, 8 WAT THUMI PAD 

£^9.99 




. MtGAPADMX632M 

B MITTOM, MMMOUM. 1UB0 AM> AtrrO-nH 

LB), AuTO-c«UM*n«, IS Pm 

£14.99 




SAfftK AgMASTa 18 
4 MiOOSYmOffiD MB MITTONS WITH TUHO- I 

Rti, Hat SWITCH, soHAn twottu iivH, f 



Easy CLAMPING SYSTUL 10" 
PAOOID WNBL RaTK) DNMTAI 
nCHNOLOGY, GtA> STKX AND 
SHin PAODUS. 99 

WITH FoKi FtiDSAa : 1 2 9.99 
Qrzofo 3D_Stick ^ 

24 PtOORAAMABLf ACTIONS, LEFT Ot RIGHT I 
HANDED, HAT SWITCH, 3D TWIST FUNCTION I 
AND 3 HANDLE ADJUSTMENTS TO ALLOW YOU P 
TO MAKE IT FIT YOUl HAND PEIf ECaY! 
£34,99 

Saith X36F PioctAMMABU FuGHTSTia £44.99 I 

SAiTtK X35F Thkottu Ruooei System £34.99 

VRF1 Xcelerator Analogue Wheel 
and Pedals Plus Network Q Rally A 
Inri Rally Championship £29.99 



Spa€e Orb 360^ 

10/10 - PC Home I 



Get Unml for Just £10 

visit T-^* 
www.spacetec.com^ 
for more Info.... 

In REAL-UFE, you don'f thinl< about 

HOW to move... you just do it. 
Shouldn't it be the same in your 3D 
gomes? Break the barrier of clunky 
linear 2D keyboard, mouse and 
joystick play with full-blown 6-axis 
36(y control in any and every 
direction. Perform outrageous combo I 
moves like circle strafes, diving rolls, 
swat moves and the indefensible 
death blossom... moves impossible 
with the keyboard, mouse or joystick. 
Recommended for all 3D games, e.g. 

Quake, Tomb Raider, Forsaken, 
Unreal. This is also the only controller I 

dirwrty wtnpqttbte vyftti gll kurtw [ 



Hint g9g^? 

Age of empires Solutions... £12.99 
Commandos Official Guide £16.99 
Creatures 2 Official Guide .£15.99 
Discworld Official Guide . . .£?8.99 

Pinal Fantasy 7 Guide £14.99 

Grim Fandango Guide £15.99 

Half 'Life Strategy Guide . . .£15.99 
Internet for Dummies V4 .. .£18.99 
MS Combat Flight Sim Guide£ 16.99 I 
MS Flight Sim 98 Moves ...£76.99 
ftiven Unauthorised Secrets .£6.99 
Tomb Raider Official Guide £10.99 
Tomb Raider 2 Official . . . .£10.99 
Tomb Raider 3 Official . . . .£10.99 
WIncfows '95 for Dummies .£18.99 
Windows '98 for Dummies .£Ja99 
X Gmti: Apocalypse Guide .£15.99 



IZF' 



nSALii LIMU OPtMt 

MON-FRI 9am - 8pm 
JSATURDAY lOom - 7pm 
SUNDAY lOom - 4pm 

fO qUIBBLi EXCHANOl POUCT I 

if you arb unhappy with your | 
'purchase for any reason^ 

SIMPLY RETURN THE ITEM WitHIN 
48 HOURS OF RECEIPT AND 
SUBJECTTO AFEE (10%OR 
MINIMUM Z4\ WE WILL SWAP IT 
FOR ANOTHER ITEM WE RESERVE 
THE RIGHT TO REFUSE EXCHANGE 
IF THE ITEM IS NOT RECEIVED BACK 
IN PERFECT CONDITION). 

m ORDER BY CREDIT CARD^ CHEQUE, 
LX POSTAL ORDERS OR CA^H (PLEASE 
™— J SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 

0OtDM Wim COMPfOffNCI FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 250,000 HAPPY 
CUSTOMERS SO FAR! 

f ir cun Muvnr mi Of 

CII4JMI TO U.K. MAINLAND. WE 
PROVIDE THE PiUrUT DELIVERY 
SERVICE AROUND; 1 -3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DEUVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJEa TO STOCK). 

]t9§9^ OrnnU AVAILABU. 
WE ALSO STOCK GAAAES & 
ACCESSORIES FOR PSX, N64^ 
SATURN & OTHER COhiSOLE^ 

] OTHER COMPANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD ¥nU MOT iff 

onmo tfurni row order 

Iff DESPATCMEDI 



0 




Item description 



Price 



Postcode: Signature 

Tel: Fax: 

Cash^ Cheque □ Postal Order □ CardD 



OrnONAL tXMESS CHEOUI CLEARANCt. IF YOU AK 

PAYING BY CMEOOf Hi: '-J /T TO WAIT FO« IT TO 

CUABPtEAStADC) £2.00 H ^ >■ ► fXPRfSS CLEARANCt * 



PosloBe ism lor oh aun>ei v ^pyeJ «.th.n the U.K. 
Optonot NEXT DAY DtUVERY ayoUth. £4.00 lo< Isl 



P&P 



No.nnnnnnnnnnnnnnnmu exrry date □□ajd issue no. □□ 



Item pkff £1.00 i(X eoch sutaaquam itm). V^VAI 
CWicw pottage- £2.50 pwwHwtilOT. lUIAL 

Cheques payable to 'Gomeplay'. 

Pncet may b« tub|«<1 to f<ucluot{on E & OE 
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EXTENDEDPLAY 



^^^^^^^ 



New levels for Unreal, and stunning new tracks for 
Motocross Madness, And they're all on the cover CD. 
So stop using it as a drinks mat 

O WORDS Phil Wand 



TRY IT YOURSELF 



NMCI 



On this month's cover CD 
we've got all the official 
patches, bug fixes, utilities 
and map editors we could 
find, including all thv3 ones mentioned in 
these pages. To track them down, use the 
CD Ixowser to go to the Patches section. 
All the patches are listed with a brief 
description and any relevant 
documentation. I^ake sure you read any 
associated README files for information 
on how to install individual patches. For 
further help, tum to our CD pages, starting 
on page 148. 




^We feel we owe 
(birej/a final 
boost of steroids 
before it gets 
forgotten. So blow 
the dust off the 
box and give it one 
last whirl before 
you chuck it in 
theloft^ 



UNREAL 

O New levels for this 
colourful first-person 
stwoter 

J Nice. Pretty. Tres 
vivid. Vei7, er. . . 
Where's my copy of 
Half-Lif€r>l\\e 
trouble with Unreal (PCZmb, 
93%) is that it's been outclassed. 
Totally. The graphics engine is 
magnificent, but other, more 
recent titles can't help but make 
Unreafs plot seem rather lacking. 
Not only that, but it will also soon 
have to contend with the likes of 
Team Fortress II, followed soon 
after by the large and sinister 
figure of Quake III. 

The thing is, as we were 
somewhat bowled over by Epic's 
handsome first-person shooter 
when it first appeared, we feel we 
owe it a little back-up - a sort of 
final boost of steroids before it 
gets mashed into a greasy pulp 
and forgotten. And here it is: a 
whole load of our favourite bits 
and bobs that we've been busy 
collecting and filtering over the 
past few months. So blow the 
dust off the box and give Unreal 
one last whirl before you chuck it 
in the loft. 

BOTMATCHMAP8 

O The following maps have 
been designed specifically for 
Botmatch. Despite the silly 
name, native Bot support Is 
something that rival titles cant 
offer. Place all .unr files In 




LINKS TO COOL STUFF ON THE NET 



Unreat. amazing how everyday obiects can spoil tlie atmospliere. 



unrealVmaps, and .utx files In 
unrealXtextures. 

ODUSKII (DM_DUSK2.ZIPme 

sequel to popular deathmatching ofrcial unreal she www.unreai.com/ 

arena Dusk. In this latest version, unreal NAnON www.unrealnation.com/ 

the author has removed lighting """""""lli—^r 7T"r"""7 

„ , , ^ . MEEOFORSPEEDBwww.nfscheats.com/ 

effects to speed up play. The 

larger, open areas now play hacked speed 3 http://cameiot.warzone.com/tis3/hacks.html 

quickly on any Pentium II motocross madness http://3dracing.allgames.com/ 

machine. 

O AGROOF and AGROOF reasonably quick and doesn't theme of a rundown old fort out 

DELUXE (DMAGROOFDLXB.ZIP) seem to have any of those in the middle of nowhere. Iron 

Following on from a Quake level annoying 'features' that confuse Fortress is another large map. It's 

called Gotcha!, Agroof is a bit or trap the Bots. been designed for a minimum of 

slow on anything less than a six players (four of us ran around 

Pentium II with 3Dfx. Those of you VANILLA in solitude for much of the game), 

with ninja PCs should have a lot of DCATHM ATCH and there are several little places 

fun - Agroof Deluxe enables up to O The following maps have to sit and snipe. 

20 deathmatch starts and gets been designed specifically for O UNREAL LEDGES 

impossibly frantic. Deathmatch piay. Place all .unr (DMLEDGES2IP) Based on a 

O JOSHUA'S FORTRESS flies in unrealXmaps, and .utx famous Doom level called Ledges, 

(DMEZKEEL01.ZIP) With two focus files in unrealXtextures. this map borrows the theme of 

areas for combat and at least one O BOX CANYON the original map. The author 

secret area, this is an old-school (DMBOXCANYON.ZIP) Designed for originally updated it for Quake, 

deathmatch arena. This is the two to eight players (Deathmatch) but found the iD engine unable to 

second, updated version of the and up to seven bots (Botmatch), handle the large main hall (nyah, 

map, and does away with some Box Canyon is set in a canyon nyah). So here it is for Unreal. And 

of the scenery in order to speed area with high surrounding walls. mighty fun it is too. 

things up on low-end machines. O CHURCH (DMCHURCH251.ZIP) O MEDAZZALAND 

O KWAKE (DMKWAKE.ZIP) A large arena with numerous cool (DMMEGATHERION.ZIP) Monster! 

A name like Kwake signifies only Deathmatch and Botmatch Get yourself a 200MHz chip, 3Dfx 

one thing: that this is a 'tribute' features. Some of the doors cause and a 1 0Mb LAN. This little kiddie 

map. The author says he hasn't the Bots confusion, but otherwise won't play over the Internet (we 

played Quake for some time, and it's plain sailing. didn't attempt it, as the author 

that he built this from slightly O THE COLISEUM warned us to not even bother) 

foggy memories of an old (DMCOUSEUM.ZIP)ms level is a simply because of its size. Best 

deathmatch level. It's not that monster deathmatch stadium (the played with seven players 

bad, mind, and goes to show once author claims it's around Half-Life minimum; our four-player sesh 

again that iD really know how to size), complete with stage, turned out to be a bit dull, 

leave a lasting impression with grandstands and elevators. O THE MINES OF MORIA 

their level design. O DEATHDOME (DMMORIA.ZIP)Mtt)ouq\\ the 

O MIDWINTER (DMDEATHDOME.ZIP) Small and introductory text sounds a bit 

(DMMIDWINTER.ZIP} Mick Beard, simple, this has a limited number geeky (" . . .a recreation of the 

The author of this map, is well of weapons and power-ups, but Mines Of Moria from Tolkien's 

known throughout the Quake has three tiers and subsequently The Lord Of The Rings. . . "), this 

community for his award-winning is great for sniping. makes for great deathmatching. 

Claustraphobol-ish and also for O DECYBERDOME You need a minimum of six 

other maps that we've featured (DI\^DECYBERDOME.ZIP) Those of players though, 

here. Basically, the guy knows his you who spend all your O THE OBSERVATORY 

stuff, and Midwinter is another deathmatching life firing rockets (DMOBSERVATORY.ZIP) Snipe City 

fine example. Recommended. will go a bundle on this map - it's - and we loved it. Check out the 

O RAVINE (DMRAVINE.ZIP} It's been designed specifically with tower with the rifle in it, and then 

that Mick Beard bloke again, with that in mind. spend the rest of the game 

another fine deathmatch level. O FOX SPORTS ARENA blowing people's heads off. 

These maps take him an average (DI^FOXARENAZIP) ^\.rai6mon^\ O PUMP STATION SPARTA 

of five days to make. Does the guy Deathmatch arena with most (DMSPARTA_SERPENTINE.ZIP) 

ever sleep? weapons, plenty of ammunition A nice, compact map suited to 

O THE ANCIENT PIT (DMRDC12IP) and co-op features. four-player action. Pump Action 

Purposely designed for Bot O IRON FORTRESS Sparta also contains the fab 

deathmatch, this level is (DMIRONFORT.ZIP) Borrowing the Serpentine weapon patch. 
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^AKETTOBUTCS 

O The following maps are 
based on existing Quake DM 
maps and are for 
Deathmatching only. Place all 
.unr files in unrealVmaps, and 
.utx files in unrealXtextures. 
O DIVI3 FOR UNREAL (DM3B.ZIP) 
The author describes iD's The 
Abandoned Base as the greatest 
DM level in history. So here it is 
for Unreal- textures and all. 
O DM6 FOR UNREAL (DM6B.ZIP) 
A rough but playable 
interpretation of one of our old 
Owa/cedeathmatch favourites, 
DM6. 

O E1M7 QUAKE CONVERSION 

(DME1M7ZZIP} Sod the rest, this 
is best. I remember being glued to 
my PC playing this level for so 
long that my dog died of 
malnutrition and the neighbours 
called the RSPCA. Actually, that's 
a complete lie. 

O OBI-WAN (DM0BIW03.ZIP} 
A DM4 update. Does its own thing 
and isn't entirely like the iD 
original, but a passable map at 
the very least. 

NEW SKINS 

O To Install, follow the 
instnictions listed in the 
indhridual sidn archhres. This 
normally involves opening the 
PCX textures in UnrealED, but 
on some skins you can |ust 
unzip the textures straight into 
your main game directory. 
O MAGMA (MAGMA.ZIP) Magma 
is based on the existing Males 
model. 

O ORC SKIN (ORC_SKIN.ZIP) 
A rather fine Ore skin. 
O SANTA (SANTA.ZIP) Ho ho ho, 
it's a big, fat, bearded bloke in a 
red jumpsuit. 

O OOLOCHIMP (DOLOCHIMPZIP) 
Er, yes. A cross between a 
dolphin, a chimpanzee, a locust 
and Gelf. Install. . . then mail the 
author and ask him if he has any 
of his stash left. 



NEED FOR SPEED 

O Got a need for Editors and 
Tools? try these 

Ot^M<CliU(CARCAD.ZIP) 

Previously called Need For Speed 
III Car Editor, Car CAD is now in its 
third incarnation. Check the 
Comdlg32.zip file in case you 
need to replace some DLLs 
missing on your system. The 
program is relatively 
straightforward, although some 
of its operation (particularly when 
moving car parts around the 
screen) is a little clumsy. 
Nevertheless, Chris Barnard, 
the British author, does promise 
constant updates. 
OQFS EDITING SUin 
(QFSSUITE.ZIP) A collection of 
graphics tools, this enables you to 
mix and match the various 
different internal image formats 
from Need For Speed. This means 
exporting the .qfs and .fsh files to 
WindowsbWmaps (.bmp), 
mucking about with them in any 
old paint package, and then 
importing them back into the 
game. 

O T3E0 (T3ED2.ZIP)l\\e first and 
only Need For Speedlmck Editor 
is currently a very early version, 
but it still manages to strut its 
stuff. Unlike many unofficial, 
unsupported hacks and tools, 
T3ED has been put together by 
someone who clearly knows what 
he's doing. In fact, if you visit the 
guy's homepage he says he's a 



student preparing a PhD thesis on 
the study of topological properties 
of symplectic manifolds. Which is, 
er, nice. 

O PERFORMANCE EDITOR 

(NFS3-PERF.ZIP}CUanqe many of 
the car performance settings: top 
speed, number of gears, 
maximum engine revs, braking, 
grip. . . you name it. The editor is 
extremely straightforward, totally 
effective and shouldn't need 
much explaining. 

WARLORDS III: 

DARKLORD8 

RISING 

KOTWoful 
campaigns for 
RedOms 
fantasy turn- 
based classic 
THE aVES RETURN (ELVES.ZIP) 
Unzip the file to extract the 
elves.w3c file to your Warlords III 
directory, then run the Campaign 
Editor to unpack the campaign. 
Next time you run Warlords III the 
new campaign should be 
available to you. Note that you 
need the v1 .02 patch installed, 
which you can find in the patches 
tab of the CD browser. 
lHimGi}MliBS(HUGE.EXE) 
Make sure you place the file in 
your Warlords ///directory and run 
it, and it self-extracts the file 
giants.w3c so you can unpack the 
file through the Campaign Editor 
as above. \kB 



M<H>jMi;ri viiil WVM\y/ Nl Sfilll Al S TOH HHIS 



dmrnd I Gearing | Engine j GM/BrafcIng j Whaeb/TlresAVIp i Reakmn | Ste«rlng/Tumlng j Opponents | 



Car GMificaaon: 
Mas* In Pounds: 
Top SpawJ Cap (MPH): 
Maximum Vetodty (MPH): 
P*ch Rol Factor; 
Road Bumptness Factor: 
Spoler Function Type: 
ar Activabon Spaad (MPH): 



r Antt-UxkBraiiing 
f Powmr Steering 



SubdMde Levd: | 
Camera Arm; j 



Flc |C \WINDOWS\DESkTOPV:«p (» 



I KNO>A^ BUG (to be fbwdl Notdlnuntet 
— I are (amaKed propetly when vMitten to Me. to 
1 Tm, format the texlboKet fkt It 000000" 



NEED FOR SPEED III 

O Top mods for the cop chase game 

Unfortunately we couldn't get permission to include any 
of these cars on the CD this month (something to do with 
copyright). Anyway, you can download these and more from 

http:// nfs3zone.tsx.org/ and www.clarkson.edu/~andrewjc/ 
nfs3_race_cars.html. 

The sites have around 50 cars between them, each of 
which weighs in at about 1 Mb. Download times are 
suprisingly quick so if you've got a decent modem you've 
got no excuse. 
NEW CARS 

To Install, make a new subdirectory from NFS3/GameData/ 
CariModel/ and then extract the individual .vW files to that 
directory. The car is than available from the game menus. 




PORSCHE 911 CARRERA 

(91 1CARRERAZIP) Overpriced, 
overrated, and with all the style of a 
Nazi staff car. No thanks 



Bmtmb(BMWM5.ZIP) 

An engineering masterpiece. If only 
it wasn't: a) German, and b) named 
after a motorway. 



UUMBORGMNILU? CANTO 

(CANTO.ZIP) S\eek. Unreliable. 
People will think you've got a small 
willy. (Want a Canto? Me too.) 



IL149CAU 

(CALAZIP)Fas![. Italian. Makes you 
kx)k crap in bed. And you'll neverg& 
let out at junctions. 




McCLARENMP4/13 

(MCLAREN.ZIP)Jhere's nothing like a 
Formula 1 car to put some space 
between you and the fuzz. 



LANCER EVOLUTION VWRC 

(EV0WRC10ZIP) Looks cheap, but 
costs over 40 grand and is faster 
than a Polaris missile. 




SUBARU 555 SPECIAL GT TURBO 

(S55532.ZIP) yuss. Rather one of 
these than some M-power, go-faster 
Beemerscheisse. 



FORD GRAN TORINO 

(TORINO.ZIP)f^ seen in StarskyAnd 
Hutch. And not a lot else. Would you 
want to be seen in this? Thought not 



Bugger about with all manner of car settings with NFS Performance Editor. 




MOTOCROSS MADNESS 

O New maps for one of our favourite 
dirt bike games 



We liked Microsoft's 
Motocross Madness 
{PCZmi, 91%) a lot 
And since /Y7Z0Af£ is 



as good as scripture when it 
comes to games, you will of course 
have bowled along to your nearest 
software store and bought yourself 
a copy. Which means you'll be 
ecstatic to learn that we've got bundles 
of new maps on the CD-ROM, including a 
official Microsoft ta^ck pack. 





1 aiFSlU(CALA.ZIP) 

2 CROSSING PATHS rC/7(?S5.27/!; 

3 nGm.B(FIGURE8.ZIP) 

4 TACOMA DOME SX (TACOMAZIF 

5 lWSm(TWISTED.ZIP) 
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@ NEWSWIRE 

This month's hottest news on Wireplay, the UK's number one 




Wi replay gaming network 

T)i« gomes network from BT O SPACED OUT WaiTen Chrismas 

IN THE CLUB: 



COLIN McRAE RALLY 



TOP McRAE TIPS COURTESY OF TYRANT 



This month the spotlight talis on one of Wlreplay's new clubs, dedicated 

to players of CodemaSterS' popular driving Sim ^ use of the game s rally school - it teaches you the t^slc 

techniques for controlling the car. 



CLUB CAPTAIN Chas (Real name: Chas Rust) 
CAPTAIN'S EMAIL chas@talk21.com 
CLUB WEBSITE www.cmrallyclub.freeserve.co.uk 
CLUB HISTORY Chas started the club in 
November last year when he found that the game 
was going to be supported. Wireplay had previously 
lacked a decent racing game. 
TOURNAMENT STRUCTURE A group-based 
knockout system with races held on a randomly 
selected course. There are usually at least two 
competitions during the night, the second of 
which is typically a special competition such as 
MKII Escorts only, two-wheel drive cars only, or 
using the secret tracks. £50 worth of PC World 



All the cars handle differently, 
so choose one that suits your 
style of driving. 



vouchers up for grabs once a month i'^rt^e"mdirdrff;;nt]^^^^^^^ 

GAME TIMES Tournaments are held every ^^.^^^ ^g,, tournaments, however, you need a four-wheel drive. 

Wednesday, starting at 8pm. The club alternates j^e Sutjam seems the t)est overall; the Mitsubishi can beat it for 

between a newbie night (for anyone new to acceleration but has livelier handling. 

Wireplay or the game) and a general meeting Vn~~JT V~7 Z"'ZrZ~ZZ'^Z, 

*^ , ^ ^ ° 3 Use the bumper or bonnet cams, as they give you the most 

each Thursday at 9pm. unobstructed srtews of the road. 

CLUB RULES No foul or abusive comments. Use 

of cheat codes is strictly forbidden unless instructed ^ Leam the courses inside and out (know where the bends and hazards 

otherwise Pla ersma choose an standard car are), listen to the co-driver, and get used to the different driving conditions 

o erwise. ayersmayc ooseany (snow, rain and night stages all make a big difference). 

from the normal or mtermediate levels. Bonus cars 1 . 

are allowed in some of the special competitions. 5 Use the brakes! No. really. Don t use the handbrake (except for tight 

BEST CMR PLAYERS Subaru, Scav98, Tyrant, Il^iTi?!^!!.^!?!!!!?!'-^^^ 

Craig M and Sergeant Bilko (Chas says he's too 6 Try to develop a good comering technique. Don't go hammering into 

busy organising the club to practice) . bends at full whack and slam the anchors on at the last minute; drive 

smoothly, get your approach speed into the bend connect, and power out of it. 

Tyre choice is critical: dry grooves on anywhere dry; wet slicks when 
! s raining or light snow; slicks only in Corsica on the tarmac; and spikes 
^^^piVLtfd^^^^ only on the ice and deep snow of Sweden. 

j^^^mnf j^^^^Bi^ " ^^^^HH 

^ ^^^^m^ j^^^^^^^m^ ^^^^^M 8 Learn about the surfaces and obstacles on the courses. The deep 

snow banks of Sweden and the swamps that line Australia, for example, 
slow you down dramatically You're obviously supposed to avoid ditches, 
but with practice you can run the inside front tyre over them and still get 
round the bend without too much loss of speed. 

9 When you're fairly competent with your basic rallying skills and know 
the courses, start experimenting with tvi^aking the car. Adjust one thing 
at a time and test it several times on the stage to see if it improves your 
times. There are no 'best set-ups' as such, it depends on your racing style. 

10 When competing in multiplayer games, concentrate on >wrdriving and 
the road ahead. Try not to get distracted by what your opponents are doing. 

T 




Log on to Wireplay and take on Colin or Dave or Pete. 



r 





Learn the courses inside out and know where the bends and hazards are.; 



in 
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WIreplay have ditched the 
separate Game Worlds, Rapid Play 
and Mind Games charts to 
produce a singie, combined top 
ten list each month. 

Andthisislt(?ualre//- 
surprlse, surprise - still leads ttie 
pack, but with Half-Ufe straight in 
at numt>er four will it stay ttiere 
for much longer? lUne in next 
month to find out, game-pickers. 

GAME WORLDS CHANNEL 

1 Quake II 

2 Air Attack 

3 Quake 

4 Half-Life 

5 MUD II 

6 AGE: Rise Of Rome 

7 DukeNukem3D 

8 Total Annihilation 

9 Red Alert 
10 Dridfe 



IT'S A GAMES 
NETWORK 

WIreplay is a multiplayer 
games network from BT 
which enables you to meet 
and compete with other 
gamers from all over the UK. 
All the software you need to 
start up is on PC ZONEs free 
cover CD each month, and 
also on Wireplay's website 
at www. r. ireplay.co.uk. 
Alternatively, call freephone 
0800 800918 and Wirepiay 
Will send you a CD-ROM with 
the client software, free 
online games, demos and 
more t)esides. 

2 WAYS 2 PAY 

There are two ways off 
paying for your time using 
the WIreplay servica The Pay- 
As-You-Play option costs 2.5p 
a minute off-peak and 6p a 
minute during peak hours. 
Frequent users can use the 
Subscription service. This 
costs £9.95 a month or 
£99.50 a year, but local call 
rate charges apply at all 
times. 
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HSI 




F1 .Help Help 

F3 . una status 

F4 . Cwecton alaius 

MP - Forward 

len - Turn Left 

drt - Fire 
•sc. Qui 



So Why is space black? Discuss in no more than 1000 words.; 



ZONE ON WIREPLAY 

RUMBLE IN THE VOID. 26 JANUARY 1999 

It's a multiplayer-only space combat gam& It's brand new. And It's 
free. Wamn Chrismas etAers the void. Literally 



Rumble In The Void: 
simple, fun and free. 



This month, continuing our quest to try 
something different on Wirepiay 
(because you can't play Half -Life all 
the time, right?), we thought we'd 
challenge a few gamers at 
Rumble In The Void, a brand 
new multiplayer-only space 
combat game from the VR1 , 
the people behind the hugely 
popular Air Attack. 

Free to download from 
Wirepiay, at the time of writing it's 
in beta stage, and not yet officially 
supported or promoted. Perhaps not 
surprisingly, we only found a couple of people to play 
against (our fault, apparently, for logging on at the 
same time as a big Poker night). As Wirepiay were 
keen to point out, free online-only games often take 
a little time to catch on simply because they don't 
benefit from the same kind of publicity as big, full- 
price releases. 

Well here is some publicity. And we're happy to 
report that Rumble In The Void ls shaping up very 
nicely. Similar to the fun melee bits from the Star 
Control series and, in particular. Virgin's ultra-popular 
SubSpace, this is another of those 'Asteroids on 
steroids' games - a scrolling, top-down 2D shoot 'em 
up packed with weapons and power-ups. 

There are three game types, including a bizarre 
space football match and a capture the flag option. 



FROM THE WIRES 



O Residents of Bicester beware! As many as 300 Wirepiay users 
and staff are set to descend on tfie Oxfordshire town on ttie 
weekend of Marcfi 26-28 for ttiree days of "non-stop" (it says 
fiere) gaming. Insomnia '99 is tfie largest 'LAN party' Wirepiay 
have ever organised and. they reckon, protwbly the largest event 
of its type ever held in the UK. Interested in going? Well, there may 
still be places left, although the first 90 spots went after just six 
hours of booking. Visit www.multiplay.co.uk/events/ for details. 




but the main offering is Team Death Match. 
Here you work in coloured teams to 
shoot down opponents (while 
carefully avoiding hitting allies, of 
course) to gain points and rise in 
the rankings (the finished game 
automatically saves player stats 
and has league tables). 

Although fundamentally a 
shoot 'em up, tactics definitely 
come into play. Not only because 
ship and weapon selection is vital, 
but also because littered around the 
space arenas are team bases where you 
can recharge energy supplie3 and hide from the 
radar. Fly over an opponent's base for three seconds 
and the base becomes yours, offering your team an 
extra refuelling depot and a safe haven of sorts. We 
wouldn't know, but apparently in a full game that's 
not as easy as it sounds (up to 16 players can 
compete in each arena). 

Rumble In The Void, then: it's not rocket science, 
but it's simple, fun and, don't forget, completely free. 
Expect it to be i^e/y popular once word gets around. 

O The Rumble In The Void beta is freely available from 
the downloads section at www.wireplay.co.uk. You need 
the Game Launcher (126Kb) and Rumble Client (2.4Mb) 
software. Additional information is available on the RITV 
club site at www.witty.demon.co.uk/rumble.Mm. 



O Tired of ttie lag when playing Unreal Well, according to 
Wirepiay it should now be "extremely playable" online thanks to 
the version 2.20 update fin beta as we write, but expected to go 
final soon), Still on an Unreali\^, Wirepiay have added a couple of 
servers dedicated to running Fusion, the Unreal mQ pack recently 
released by Epic. Both the patch and the map pack are available 
free from the dovimloads section at www.wlreplay.co.uk. so get 
down there and grab it. 



WIREPLAY GAMES 

Wirepiay now supports more 
than 100 games, the best of 
which are listed below, and 
includes several top-rated 
titles which recehred80%-i- 
m PC ZONE. 

The big news this month is 
the introduction of two more 
classy first-person shooters - 
SiN(PCZmO, 91%) and 
Shogo: Mobile Armour 
Division {PCZm-i, 92%). Nice. 

OActua Golf 2 

O Actua Soccer 3 

O Age Of Empires (inc trial version) 

O Age Of Empires: Rise Of Rome 

(inc demo) 
O Air Attack 
O Armored Fist 2 
O Big Red Racing (inc Wirepiay 

Edition) 
O Colin McRae Rally 
O Comanche 3 
O Command & Conquer 
O Descent 2 
O Duke Nukem 3D 
OEF2000: Wirepiay Edition 
©Extreme Assault 
OF-22:ADF 
OF-22: Total Air War 
OF/A-18Korea 
O Final Liberation 
©Flight Sim 98 
© Formula Karts 
© Forsaken (inc demo) 
© Fragile Allegiance 
© Half-Life 
© Incubation 
©Jedi Knight (inc MOTS) 
© Legal Crime 
© (VIonster Truck Madness 2 
© Motocross Madness 

(inc trial) 
© MUD II 

© NASCAR Racing 2 
©Netmech (MechWanior II) 
© Plane Crazy 
© Populous: The Beginning 

(inc demo) 
© Quake/Quake II 
© Red Alert (inc Counterstrike/ 

Aftermath) 
©Rumble in the Void 
©Settlers III (inc demo) 
© Shadow Warrior (inc shareware) 
©Shogo -NEW!!! 
© Sid Meier's Gettysburg 
©SiN-NEW!!! 
©Star Wars Supremacy 
© Terminal Velocity 
© Total Annihilation 
©Unreal 
© Uprising 

© Various card and board games 

© Virtual Pool 2 

©Virtual Snooker 

© WarCraft 2 (Inc demo) 

© Wargasm (inc demo) 

© Warhammer: Dark Omen 



Wirepiay 

The games network from BT 
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DEATHMATGH 

So what's it gonna be - a game where bad things can happen but 
you can turn it off at any time, or an experience where really bad 
things can happen and there's bugger ali you can do about it? 

O LOW UFE Charlie Brooker 




HUF-UFE VEBK REXL LIFE 



WHAT IS IT? 

Shockingly involving three-dimensional first-person perspective computer 
game in which you play an unwilling hero overcoming incredible odds. 



Shockingly involving three-dimensional first-person perspective experience 
in which you play a cog in a global machine of bewildering proportions. 



HOW LONG DOES IT LAST? 

About 40 hours if you're fairly proficient at this sort of thing. 



Not long enough, unless you grow to be old and senile. 



WHAT DO YOU NEED TO GETTHE MOST OUT OF IT? 

An expensive computer with all the trappings, plenty of free time, and 
consummate hand-eye co-ordination skills. 



Rich parents, and luck. That's all. 



WHAT'S THE WORST THING THAT CAN HAPPEN? 

You get lost, run out of ammunition, plummet into a gigantic pit, and are 
torn asunder by a terrifying bug-eyed creature that makes Marty Feldman 
look like an Adonis. Or you're cornered by a gang of marines who machine- 
gun you until your body resembles some kind of surreal meat sculpture. 



You lose your job and your partner, develop ill health, live on the wrong 
side of town, and end up having to eke out a living in a docklands 
backstreet manipulating your genitals for coins before an audience of cock- 
eyed, heckling sailors. 



WHO CAN YOU MEET? 

Nothing but dweeby scientists, and well-meaning yet backward security 
guards who dash about in a stilted manner, obey your every command and 
get their heads blown off just as you're starting to warm to them. 



Almost anyone. Mostly, however, you'll just find braggarts, dullards, 
opinionated arseholes, and the occasional attractive person to whom you 
mean absolutely nothing. Oh, and the Welsh. 



HOW DOES IT END? 

You journey to an alien dimension and battle a demon that looks a bit like 
a baby except it's far bigger and approximately ten billion times less 
endearing. And able to levitate and shoot balls of energy. So not much like 
a baby at all, actually - unless you're on very strong hallucinogens. 



You spend the rest of eternity unwinding in a celestial paradise filled with 
unimaginable pleasures, conversing with radiant seraphs, and occasionally 
sitting on God's knee while he sings you a song. That or you get thrown in a 
small wooden box, lowered into a hole in the ground and left to rot. 



Half-Life - by a very wide margin. If you didn't need to take part in real life in order to experience Half-Life in the first place, we'd recommend suicide. 




API1999#75PCZONE 161 



.i iirifTiTTnisicKNiiiB 



SICKNOTES 

1 



In which another smattering of your rubbish letters get snarled at by 
everybody's favourite pin-up. This month: EastEnders, psycho-sexual 
deviancy, rhral magazines, and ten minutes of shallow fun 

O MISERABLE AS SIN Charlie Brooker 




ONCE, TWICE, 



SICK NOTES WANTS] 
YOURLCTTERS 



S ck Notes wants your letters! ^ ^ , . 

I see pathetic excuses for 

We want more of your ^, . , 

* A.. game designs each month in 

siragestions for the world's ^. , i 

_rt ^ / ui ^ D,-H S ck Notes. These people are 
worst bands (see Worst Band , "^^. ^ 

^ ... ^ \. A 1 « J not funny. Here s my idea. 
Of A Hme Update). And we . ^ „ , 

* r * The game would be called 

SMI. want to know what ,ou ^ J ^ f^^^,^ 

reckon are the bigg^ ^^^^^^^^ ^^„^^ 5^^^^ 

shtttioles in the country. . , ^ i a.^u^ 
has lots of sex appeal. At the 

WRITE TO sick Notes, PC ZONE, start, Sarah has to get up, 

Dennis Publishing, 19 Bolsover ^vash and do everything 

street, loindon Wl P 7HJ people do in the morning. 

EwiuiriettBreip^oe®^ Then she walks down the 

With the subject heading 'Stek Notes' street, interacting with all 

kinds of people, and finally 

gets to work. 

PC LAMER When night falls, Sarah 

The other day I came across could go clubbing. At this 
an editorial in PC <bleep>r, point you pick a male 
and I have to say it was the character and use the 
most self-righteous piece of knowledge you've gained of 
shit I've ever read in my life. I her daUy chores to chat her 
think the 'editor' has his head 
stuck up his arse, and you 
should make him the prime 
target of the Anti-Stupid 
campaign. 

Tom Richardson 
O Get some scissors, cut 
out their editor's portrait 
and stick his head on the 
comedy cartoon body we've 
printed below. See? Easy. 
And feel free to use it 
with pictures of anyone 
else you hate. 



at the impressive visuals - 
maybe even you Brooker. 

The next morning you 
regain control of Sarah, go 
back to work... then go round 
to her best friend's house... 
and maybe things could get a 
bit spicy there too? 

The overall aim is to climb 
the career ladder and 
eventually become manager 
of your company, but this 
only happens if she has a 
healthy lifestyle and the right 
frame of mind. 

What do you think? 

'Andrew* 
O Well, Andrew, I think 
that all things considered, 
it's eerie and offensive. 
Actually, scratch 'eerie' - 
there are a few things here 
which are downright scary. 
Let's run through that game 



tenner says you've got dirty fingernails, 
a slimy forehead, silvery stains down your 
trouser legs and a haunted look in your eyes^ 



up. Now the computer 
controls her while you 
control the male. The aim is 
to do the impossible - have 
Sarah! All the nerds who 
have websites dedicated to 
Lara Croft would be gawping 




plan again, shall we? 

It starts with Sarah doing 
"everything people do in 
the morning". Does that 
include eating Weetabix 
and having a great big poo? 
Do you get extra points 
when you curl off a perfect 
taper? These things are 
important. 

You know, the entire 
suggestion speaks volumes 
about your psyche, and it 
isn't comfortable reading. 
I think it's safe to assume 
that you're either 
mesmerised by the notion 
of transvestitism, or you've 
got a *thing' for a lady 
friend named Sarah, but 
the feeling isn't mutual and 
you're starting to unravel. 

A tenner says you've got 
dirty fingernails, a slimy 
forehead, silvery stains 
down your trouser legs and 
a haunted look in your 
eyes. Ugh. Go away, you're 
horrid. 



LOSER OF THE MONra 

You can be a loser and also a winner - of £50 
ANYONE CAN FALL IN LOVE 

I Which EastEnder would you least like to sleep with and why? 

CheekyMonkey 

I O Good question. I vote for Phil. Why? Because at some 
point, having spent the evening tumbling beneath the 
sheets, your bodies slapping together with urgent, 
artless intimacy, you'd wake up in the middle 
of the night and catch a glimpse of him sleeping - his 
bloated, stubbled face looming at you through the dim 
glow of moonlight. And the full enormity of your 
I actions would come crashing into your head. 

Next thing you know, you've put your dick in a 
I saucepan in a confused and desperate attempt to boil 
1 away the memories. 

That's my answer. Now let's throw it open to the 
I floor. Readers: which EastEnder would you least like to 
I indulge? Well? 



LECTOR QETTO 
KNOW YOU WELL 

Regarding your Kill The 
Stupid campaign: don't kill 
stupid people, otherwise how 
are the rest of us going to 
look intelligent? 

H Lector 

0 By wearing glasses, you 
prick. 

KILL THE STUPID 

1 have an excellent way to 
weed out and kill the stupid 
[outlines deeply 
uninteresting, extremely 
violent plan]... then we could 
spend the rest of our lives 
thinking up new and 
inventive ways of killing 
them. Plain shooting would 
be boringly stupid, and we'd 



have to kill anyone who 
suggested that. 

S Stevens 
O Jesus, some of you have 
taken this Kill The Stupid 
campaign rather seriously, 
haven't you? What is this. 
Lord Of The Flies? 

WORST BAND OF 
ALL TIME - 
UPDATE 

My nomination for the 
crappiest band ever? 
B* Witched. Their worst 
release is 'C'est La Vie', and I 
would like to fill them so full 
of helium that their squeaky 
voices can't be heard, then rip 
their legs and arms off and 
force them to eat them. 

DogsDinner 



B*Witched: boiled, burnt or dismembered. 
How do you take yours? 
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UK VAT AND DELIVERY INCLUDED! 

THIS IS JUST PUT or OM HUGE IMKE. SS THE (lUB MAGAZINE, M VISIT OW SHOPS OR OUR WEB SITE, TO SEE JUST HOW itUKH WE HAVE TO OFFER 



CD ROM SOFTWARE 

This is just a small selection from 
our range of 1500 titles 

AGE OF EMPIRE. RISE OF ROME 19.99 

AGE OF EMPIRES 94% 23.99 

AGE OF EMPIRES DATA CD 1199 

ALPHA CENTAURI 93% 33.99 

ANNO *f>0? PP. 99 



, TRY THESE FOR FUN 

DANCE EJAY 22.99 

DOGZ3 17.99 

RUGRATS PRINT SHOP 19.99 



APACHE HAVOC 94% 24 

BALDURS GATE 85% 27 

BATTLE ZONE 93% 10 

BAITLETECH: MECH COMMANDER 85%18. 

BLADE RUNNER 94% 19 

BROKEN SWORD 90% 9. 

CAESAR3 3Dfx91% 24. 

C ARMAGEDDON (15)95% 11. 

CARMAGEDDON 2 92% 29. 

CHAMPIONSHIP MANAGER 2 97/98 90% 17. 
CHAMPIONSHIP MANAGER 3 93% . . .24. 

CIVILISATION 2 ULTIMATE COLL 23. 

CIVILIZATION CALL TO POWER 30. 

COLIN McRAE RALLY 93% 21 . 

COMM. & CONO TIBERIAN SUN 32. 

COMMANDO S; BEHIND ENEMY LINES 27. 

DARK OMEN 91% 12 

DEER HUNTER 2 10. 

DELTA FORCE 30. 

DIE HARD TRILOGY 93% 13. 

DISC WORLD 2 93% 14 

DISCWORLD 96% 14 

DOOM TRILOGY - DEPTHS OF DOOM 1 0. 
DUKE NUKEM 3D (RATED 18) 93% ...11 

DUNE 2000 17. 

DUNGEON KEEPER GOLD 13. 

EUROPEAN AIR WAR 87% 28. 

FA PREMIER LEAGUE FOOTBALL MGR 29 

FALCON V4.0 27. 

FALLOUT 2 86% 27 

FIFA SOCCER 99 92% 26 

FLIGHT SIM 98 + WORLD OF FLIGHT . . .37. 

FORMULA 1 97 92% 9. 

FORMULA 1 GRAND PRIX 2 95% 10. 

FORSAKEN 95% 9 

GANGSTERS: ORGANISED CRIME ...28. 

GET MEDIEVAL 17 

GEX3D ENTER THE GECKO 82% . . .12. 
GRAND PRIX LEGENDS 93% 25 



99 



MAGIC & MAYHEM 9(J*'o 24 99 

MAGIC THE GATHERING 11.99 

MASTER OF ORION 2 92% 13.99 

MECHWARRIOR 2 92% 9.99 

MEN IN BLACK 93% 16.99 

MICRO MACHINES V3 90% 17 99 

MORTAL KOMBAT 4 16.99 

MOTO RACER 2 30.99 

MOTOCROSS MADNESS 29.99 

MS COMBAT FLIGHT SIMULATOR 29.99 

MYST (SPECIAL EDITION) 17 99 

NEED FOR SPEED 3; HOT PURSUIT ...29.99 

NEWMAN HAAS RACING 80% 24.99 

NHL ICE HOCKEY 99 29.99 

ODDWORLDS: ABE'S ODDYSEE 92% ...9.99 
ODDWORLDS2: ABE S EXODUS 90»o 24 99 
OP ART OF WAR + EASTERN FRONT 24.99 

POLICE QUEST - SWAT 2 83% 25.99 

POPULOUS; THE BEGINNING 93% ...29.99 

PREMIER MANAGER 99 19.99 

PRO PINBALL BIG RACE USA 16,99 

PUZZLE BOBBLE 94% 9.99 

QUAKE 2 DATA CD - THE 02 FILES ...10.99 

QUAKE 2 97% 17.99 

QUAKE 2 MISSION PACK 93% 17.99 

QUAKE DATA CD - TREMOR 9.99 

RAILROAD TYCOON 2 90% 26.99 

RAINBOW SIX 85% 23.99 

RUGRATS; ADVENTURE GAME 21.99 

SABRINA THE TEENAGE WITCH 1 7.99 

SCREAMER INJECTION 16.99 



BOOKS 

AGE OF EMPIRES; INSIDE MOVES 15 49 
C & C; RED ALERT OFFICIAL GUIDE ...17.99 
FINAL FANTASY 7 OFFICIAL GUIDE ...13.49 

IDIOTS GUIDE TO WINDOWS 98 13.99 

SR BOOK OF 3001 CHEATS 3.99 

TOMB RAIDER 2 OFFICIAL GUIDE 9.99 

TOMB RAIDER 3 OFFICIAL GUIDE 9.99 

WINDOWS 98 STEP BY STEP 22.99 

PC CONTROLLERS 



GRAVIS 

GAMEPADPRO 19.99 

10 programmable buttons with 
built-in two player connector 



SAITEK CYBORG 
3D JOYSTICK 34.99 

Fully programmable 3D 
digital Joystick 



CLIP ART UTILITIES 

BRODERBUND 1 25.000 CLICK ART . . .35.99 

COREL DRAW 8.0 169.99 

COREL GALLERY MAGIC •*65.000" ...19.99 



GRAND THEFT AUTO (RATED lb/ . ' ^ -*y 

GRIM FANDANGO 95% 29.99 

HALF - LIFE 95% 28.99 

HERETIC 2 90% 29.99 

ID ANTHOLOGY 26.99 

INCUBATION 94% 9.99 

INTERNATIONAL CRICKET CAPTAIN ...22.99 

JACK NICKLAUS 5 86% 17.99 

JOHN MADDEN NFL 99 87% 29.99 

JONAH LOMU RUGBY 80% 10.99 

KNIGHTS & MERCHANTS 85% 27 99 

LINKS 99 28.99 

LINKS US 97 - LEGENDS IN SPORT 94% 1 1 .99 

LITTLE BIG ADVENTURE 2 13.99 

LULA - THE SEXY EMPIRE 89% 16.99 

M 1 TANK PLATOON 2 90°o 1 8 99 



MICROSOFT UTILITIES 

MICROSOFT ENCARTA 99 

MICROSOFT PLUS! 98 

MS WINDOWS 98 UPGRADE 



SETTLERS 1 9.99 

SETTLERS 2 GOLD EDITON 14.99 

SETTLERS 3 25.99 

SIM CITY 3000 30.99 

SPORTING CLAYS 10.99 

STAR TREK - NEXT GENERATION 94% 1 1.99 
STAR WARS; BEHIND THE SCENES 1 5 99 
STAR WARS; ROGUE SQUADRON . . 27.99 
STAR WARS: X-WING VS TIE FIGHTER 19.99 
STARCRAFT DATA CD; BROOD WAR 17 99 

STARSHIP TITANIC 91% 24.99 

SYNDICATE WARS 95% 7 99 

TEST DRIVE 5 29.99 

THE CHOSEN (BLOOD 2) 90% 28.99 

THE GOLF PRO 2 - WENTWORTH 90% 16.99 

THEME HOSPITAL 13.99 

THEME PARK 95% 12.99 

THIEF; DARK PROJECT 28.99 

TOCA TOURING CARS 2 21 .99 

TOCA TOURING CARS 86% 1 9.99 

TOMB RAIDER 95% 13 99 

TOMB RAIDER 2 94% 21 .99 

TOMB RAIDER 3 28.49 

TOTAL ANNIHILATION 94% 13.99 

TRANSPORT TYCOON + EDITOR 90% 10.99 

TRESPASSER 29.99 

ULTIMA COLLECTION 90% 21 .99 

ULTIMATE SOCCER MGR 98 UPDATE 14.99 

ULTIMATE STRATEGY ARCHIVE 25.99 

UNREAL 95% 26.99 

WAR OF THE WORLDS 82% 26.99 

WARCRAFT2 82% 19 99 

WARGASM 93% 28.99 

WARLORDS 3: DARKLORDS RISING ...19.99 

WESTERN FRONT 25.99 

WORLD WAR 2 - FIGHTERS 30.99 

WORMS ARMAGEDDON 24.99 

X-FILES; THE GAME 88% 26.99 




£2 



^^V^ built-i 

MS SIDEWINDER 
^ GAME PAD 25.99 

8 programmable buttons. 8 way 
hat switch, trigger 
fl^ button, throttle wheel 

GRAVIS XTERMINATOFl 
PROGRAMMABLE GAMEPAD"" 

29.99^ 

6 fully programmable buttons. 8 way digitar 
directional pad. 2 digital triggers for instancW 
response and built in 2 player connectoi* 

SAITEK R4 RACING 
WHEEL & PEDALS 69.99 

I User adjustable self centenng 

torque for realistic road feel, ratio 
digital technology for faster and 
more acurate dnving p<us selectable 
wheel height, selectable gear or shift stick 
Complete with tootpedals 

ALFA QUAD 2 PLAYER JOYSTICK ADAPTOR 1 6.99 



VAT 

1 0 FORMATTED 2HD 3.5" DISKS 4.99 

10 UNBRANDED CD-RECORDABLE 11.99 

10 VERBATIM CD-RECORDABLE 13.99 

50 UNBRANDED CD-RECORDABLE 45.99 

100 MB IOMEGA ZIP DRIVE CART 10 99 

CiNIUNi MANUFACTURER INK CARTS 

BLACK - EPSON 700/500/400 18 99 

COLOUR - EPSON 6000/800/600/400 18 99 

BLACK - HP DESKJET 5600^540 21 .99 

COLOUR - HP DESKJET 560C/550C/540 22.99 

BLACK - HP DESKJET 690C/600 21 .99 

COLOUR - HP DESKJET 690C/670C/600 22.99 
BLACK - CANON BJC 240/210/200/100 ...15.99 

COLOUR- CANON BJC 240/210 17.99 

BLACK - CANON BJC 4650/4300/4200 8.99 

COLOUR • CANON BJC 4650/4550/4300/4200 ...14.99 

INC 
VAT 
23.99 
56.99 
106.99 
22.99 
39.99 
69.99 
74.99 
139.99 
higher 




DOWN BY UP TO 

50% 

PRINTERS 
SCANNERS 
SOUND CARDS 
TVA'IDEO CARDS 
GRAPHICS CARDS 

INTEL CPU'S 
MOTHERBOARDS 
CD ROM & DVD 
CD RE-WRITERS 
HARD DRIVES 
ZIP DRIVES 
USB & LEADS 
NETWORKING 
SOFTWARE 
DVD FILMS 
BOOKS 
CONSUMABLES 
CONTROLLERS 



t6.99 gets you 

10 Mogoiines, (ompeHtiem, 4000 CheoK, 



Live (3) kttp:// 
speclaLreseive.co.iile 




M FAX 01279 322 322 
ORORDiRON-llNEAT 




5 



m 



freeoifts 



huge priies 
4000 (heats 



1000 reviews 



release dates ! 



downloads 
midi files < 



on-line games 



video clips i 



double reddles! 



into the Club 



RAM 



2 X 8 MB 72 Pin EDO SIMM 
2 X 16 MB 72 Pin EDO SIMM 
2 X 32 MB 72 Pin EDO SIMM 
16 MB 66 Mhz 168 Pin DIMM SDRAM 
32 MB 66 Mhz 168 Pin DIMM SDRAM 
64 MB 66 Mhz 168 Pin DIMM SDRAM 
64 MB 100 Mhz 168 Pin DIMM SDRAM 
128 MB 100 Mhz 168 Pin DIMM SDRAM 
100 Mhz DIMMs will only work with P3S0 or 




Deduct £2 extra discount off the price of 

any game If you buy another game or 
any accessory or peripheral at the same 
time. Claim your extra discount when 
you order by post, FAX or phone 
01279 321 321, quoting 

PC ZONE 



BEST RAM PRICES^ 

Prices include VAT A CarriaqeI Mb^I 




lif Dismmts, Hvfe longc oad o FUEGVT 

Established 1 1 years, market 
leaders, vast stocks, lowest 
prices and we only sell 
genuine UK products. 
That's why over 400,000 
people have joined Special Reserve, the 
biggest games club in the World. 

Annual membership at £6.99 (UK) includes: 

Massive savings all year on our huge range. 
10 Colour Club Magazines packed with 
savings. 

FREE Special Reserve Book of 4000 Cheats. 
FREE Guide to Best Free Internet Access. 
AND choose from 17 GREAT FREE GIFTS 
(full list of Gifts on 01279 321 321 or at UKGAMES com) 



16 MB Creative 3D2 
Banshee Voodoo II 
Graphics £96.99 



Diamond Internal 

56K SUPRAEXPRESS 

Fax/Modem £49.99 



HUGI 

iGi 

Fkom £7.99 



There has never 
been q rqnqe lik^ 




Special Reserve 



MAXXCE400 799.99 elaw 

6 4 GB U-DMA Hard Drive, 64 MB DIMM 

MAXX4DCE400 999.99 ssioe 

8 6 GB U-DMA Hard Drive, 64 MB DIMM 

MAXX4DE2350 1099.99 weie 

8 6 GB U-DMA Hard Drive, 64 MB DIMM 

MAXX4DP2400 1299.99 noe 37 

12 7 GB U-DMA Hard Drive. \Z^m DIMM 

MAXX4DP3450 1499.99 1276.59 

12 7 GB U-DMA Hard Drive. 128idB DIMM 

MAXX4DP3450 1 699.99 i446 so 

12 7 GB U DMA Hard Drive. 12e_MB DIMM 



Special Reserve 
Discount Shops 



ox 



P«yin12Monthsl 

M pwohiMi tMB|| IW 

£200 

10s deposit, no more to pay for 12 monttis and 

no interest, subject to status. You can buy 
anyttiing from our catalogue or shops ttiis way. 

0%APR If paid in full after 12 
^ months or 29.8% APR 
I ll^t^^k extended loan. 

See Club Mag for details. 

Inaviubiy some products listed may not yet be avallabte and prices may change 





209^13 St Mary's Lane, UPMINSTER. ESSEX. 

2 miles trom lundion 29 of the M25. Opposite 
Somerfieid Supermarket 01708 225544 

43 Broomfield Road, CHELMSFORD. ESSEX. 

Just around the corner from the 
bus station 01245 348777 
164 Derby Road, STAPLEFORD. NOTTINGHAM. 
2 miles from junction 25 of the M1 near Kwik 
Fit and Pizza Hut 0115 949 1000 
351 Gloucester Road (A38). BRISTOL. 
1 V miles from the City Centre and just up 
from Kwik Save 0117 924 5000 
168 High Street, EGHAM, SURREY. 
Near Windsor and Stames Jusi 1 mile off 
junctionl 3 on IheM25 01784 473444 

The Maltings. Station Road. 
SAWBRIDGEWORTH. HERTS 

Not far from the Ml 1 , over the " .i l ■■ • 
tram station 01279 322 399 



phone. SAVE s Saving off hiil recommended price. Sent to prees 17/02/99 Errors A Ommisions Excluded. Inter Medlates Ltd, T/A Special Reserve. The Mailings, Sawbndgeworlh, Herts CM21 9PG. 



